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High-velocity weapons are trained on you- 
The fate of the free world is in your hands- 



8 SHow 


attention? 


NINTENDO- 


- Your NINTENDO POWER subscription is about to expire- 




no: rocus or your attention. renew today* 


Only Nintendo Pt »*er magazine gives you the information you 

i , I * BU- 1 <• cKa — 

need to avoid being caught In the sights of an automatic 
weapon. Each month you'll learn secrets that will allow you to 
Infiltrate heavily-guarded enemy Installations. Every issue will 
reveal data that will help you destroy the weapons which 
threaten the security of the entire globe. Call today or use the 
attached order form, and you'll be rewarded with a FREE 
Player’s Guide worth $111 Just $19.95 gets you all 12 
monthly Issues, PLUS all the extras only subscribers receive: 
the gigantic January Bonus Issue, Super Power Stamps to 
spend like n coir staff fmrrtjhe Super Powe 














Are the big boys* m the WCW and the NWO eating your 
lunch? If you're tired Of looking like a dope on the/- 
ropes, don't get mad—get even. The fcbniwy iaeue / 
has your complete guide to over 100 moves for the w 


WCW Vs. NWO; World Tour, 


•u would have-t Comp) eh Diddy Kong Racing dozens 
times to uncover all 21 of * e„random cheat cpdes that 
sippfc ir in the ending '■rftdltr 1 uckpy for you, wEhave all 
.of the 'codes in ttepney^ ing up page 50 
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THE LEGEND OF 
HE MYSTICAL N1N. 
STARRING GOEMON 


*• p of the «* • rid turn to the XVIII 
■ >■*»■ I *|ies in Japurt this month, we'll 
Ir there with a review of Kona mi's 
^gano Winter Olympics '98. Read up 
on the tips you'll need to claim the top 
spot on the award podium. 
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It looks a littfelike Mario64, bdtliow dob ft p F iy? t&tt 
die story on konnmi'i Legend of the Mystical Ninj3> 
plus strategic? bnd hints for getting |Sjf* th ^ Wiles, 
towns and monsters in’the fiftfr half * f the game. 
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Happy Valentine’s Day! Love is in the air and so is the spirit of winter 
sports. Snowboarding, hockey and Olympic games abound this season. 
What winter games are making your heart skip a beat this Valentine’s 
Day, or do sports games make your heart sick? 






Tetns, Tetns Plus, Tetris Attack, 
Tetnsphere., Jhe list goes on 1 I 
salute the Russian genius who 
Invented the concept that still 
feeeps us "Blockheads^ in front 
of the vid screen 

Richard Bland 
Via the internet 


all time is the NES "classic" 
Urban Champion ) a 

lay Silverman 
Via the Internet 


IMP- X 

NAr<sV 


Kris Bates • Wwarmurg 




rnraic, California 


Tetris Feedback 

Craig MacDonald claims in 
Volume 103 that Tetris is worse 
thanShaqFu Hello? Tetns is by 
far the best concept for a Game 
Boy game It doesn't need a big 
screen, colorful and detailed 
graphics, complex controllers, 
or hours of time to play My 
dad travels a lot for work and 
when he's on an airplane, he 
plays Tetris He's tried a few 
other games, but he always 
comes back to Tetns and Dr. 
Mario Does Shaq Fu have that 
kind of replay value, Craig? 

Tim Kreider 
Via the Internet 

I completely agree that Tetris is 
one of the worst games of all 
time So much so that I feel it 
is unfair to even consider Tetris 
to be a game. I prefer to think 
of it as an anti-boreciom tool to 
be used in extreme situations 

lack Meischen 
Anderson Island, WA 

Tetns is one of the best games 
of all time It has a certain 
magic to it that leaves gamers 
wanting more I hope that 
someday Craig MacDonald 
will learn to fully enjoy all 
the capabilities of this 
derful game 

feremy White 
Lake Charles, LA 


Tetris kept millions of people 
playing the game for almost 
10 years and it is still going 
strong I don't think it 
deserved #3 on the top 100, 
but it's still a great game. 

Matt Krems 
Via the Internet 

Tetris is a huge building block 
for games everywhere. Its 
game design is great and has 
an astounding ability -to 
involve the player, 

Patrick Sullivan 
Via the Internet 


7U..., ts one of the best puzzle' 
games I've ever played. Tetris 
has no end, or last level— 
that's what makes it cool. 

Erik Svcndscn 
- Salem, OR 


I'm glad you put Tetns so 
high on your list. If anything, 
it wasn't high enough! 
(Besides, the worst game ^ 


Tetris is the grandfather of 
puzzle games. 

Steve Voight 
Via the Internet 


How could you not like Tetns, 
Craig? My teacher even rec¬ 
ommended it as something 
that's challenging, fun and 
educational at the same time. 

Michael Chagnon 
™ /! Via the Internet 

Do you know how many 
hours I've spent perplexed and 
tetrisized trying to place 
blocks before they fall so fast 
that I get squished below? 
Sure, Tetris has a simple con¬ 
cept, but doesn't every game? 


This puzzler was one of th 
most successful in history* a 
version for almost every sys¬ 
tem, and they are still making 
different versions to drive even 
the best of block-layers madl 

Tetns Attack, 

I 


100 list named Tetris 

as the best puzzle game »hus., 

* 

far Though Tetris is very fein to 
play, 'md may be the most 
v/idely played puzzlcgame, ^ 
is not the most addictive That 
title belongs to Bust-a-Move 

Gihson Yen ’* 
Via the Internet 
ibson, you 'll be glad to bear 
that Acclaim will be re/easing 
Bust-A-Move II for Game 
Boy. And Alexey Pajitnov, the A I 
creator of Tetris, will be 
happy to hear how enduring 
hh game is andtpw endear¬ 
ing it is to its fans. And as far 
as Craig MacDonald, we’re 
not sure what he'd like to 
hear, but it's probably not 
"we told you so. 

Golden Blunders 

You could find only one nega¬ 
tive letter about GoldenFye 
007? Here is another one for 
you. GoldenFye is nothing new 
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It is just another 
boring, pointless 
shoot-'em-up )ust 
because it adds 
mission objectives 
doesn't mean it 
suddenly has a 
deep plot The 
truth is, GoldenEye 
is just a boring game painted 
pretty with nice graphics. 

Alex Oshmyansky 
Via the Internet 

I cannot see how anyone 
could enjoy playing 
GoldenEye. The play con¬ 
trol is horrible In 
GoldenEye, you are 
a floating gun. 

Nothing more If 
there is something 
in your path, you 
can't tell it's there 
"Why am I not mov¬ 
ing forward?" (After 
a few seconds of 
adjusting the cam¬ 
era angle. } "Oh, J 
see. There's a 
fence in front of 
me" It's awkward Ron Ho ^ 
to constantly use 
the analog stick to reorient 
yourself Aiming, too, is 
impossible Manv letters 


praise GoldenEye because, 
unlike many games of its 
type, it actually has a plot 
Games should not be 
praised simply because 
they have a plot Simply 
having a plot should be a 
requirement Add to that the 
fact that the game is based on 


one of the worst movies ever 
made, and you are left with 
the following description of 
GoldenEye- "fun at parties " 
Yay. Pass the confetti 

Dan Hegedus 
Via the Internet 
Whoa f Stop the confetti - 
passtng! GoldenEye 007 
wasn 't based on Weekend at 
Bernie's II f !* GoldenEye is 
far from being based on one 
of the worst movies ever 
made (what about all those 
late '80s Lambada flicks?), 
but we do wholeheartedly 
agree with you when you 
when you say that all games 
should have a plot 

Mischief Raters 

I am writing because of the 
low score you gave to 


i s c h i e f 
Makers in Now 
A 69 
How 
you? The 
game should at 
least have got¬ 
ten an 8 5' 
Ronald Coley 
Via the Internet 

What the heck were you guys 
thinking when you gave 
Mischief Makers a 6 9? 1 
Mischief Makers was too good 
to be compared to Super Mario 
World! I loved your strategy 
coverage for Mischief Makers, 
though It helped me 
those elusive 
gold gems 

lomohiro 
Yoshioka 
Via the Internet 


Mischief Makers rocked! It's a 
game that's very different 
from any other N64 game I've 
played The only thing J sug¬ 
gest is that you should have 
made the levels a tad bit 
longer than they were 

Paul Lane 
Tyler, TX 
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SAiiSE BOY Tur 5 SUPER RES TOP 10 NINTENDO 64 TOP 10 
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Even if you’re not a fan of the sport, wrestling becomes undeniably fun with THQ’s 
WCW Vs. NWO: World Tour. Readers love the game so much that they voted for 
other wrestling games, too. A few slamfests landed in the Most Wanted charts, 
while a pair of early *90s Super NES wrestling games make belated debuts. * 




7 TNE LEGENO OF ZELOA: 

A LINK TO IHt M ST 

2 SUPER MARIO RPG 

3 00NKEY KONG COUNTRY 3 

DIXIl KONG'S DOUUt THOUSlt 

4 FINAL FANTASY III 

5 OONKFY KONG COUNTRY 

6 OONKFY KONG COUNTRY 2 

DIDDY'S KONG QUEST f 

7 CNRONO TRIGGER 

8 WWF WRESTLEMANIA: 

m ABC AM 

9 WWF RAW 

TO KIRBY'S OREAM LANO 111 


SQUARE 

NINTENDO 

NINTENDO 


SQUARE 

MAJESCO 


1 TNE LEGENO OF ZB.0A: 

LINK’S AWAKININ6 

2 DONKEY KONGLANO 3 

3 OONKFY KONG UNO 2 

4 OONKEY KONGLANO 

5 SUPER MARIO LANO 2: 

6 GOLDIN COINS - - 


I. ZELOA 64 (N641 


Ir 1 "[JL.al auomn 1 ^ 

Wrestlemama couldn't get into 
Game Boys ring Link, the Kongs 
and Mario fought off any wrestlers 
hoping to enter the charts, and 
none of them even had to wear 
sequined masks to do the job* 


3. NINTENOO 64 OISK ORIVE 


4. OIDDY KONG RACING (N64I 


GOLDENEYE 007 


DIDDY KONG RACING 


THE LEGEND OF ZELDA 

A LINK TO TNI FAST 


SUPER MARIO RPG 


SB 


THE LEGEND OF ZELDA 

LINK'S AWAKINING 


DONKEY KONG LAND 3 


DONKEY KONG LAND 2 
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NINTENOO 
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NINTENOO 
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18 

NINTENOO 
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37 

NINTENOO 
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NINTENOO POWER 


5. G0L0ENEYE 007(N6 4) 

6. WCW NITRO (N64) 

7? WWF: WAR ZONE (H64) 

8 . SUPER MARIO 64 2 (N64) 

9 . SUPER MARIO RPG 2 (N 64) 

10. YOSNI'S STORY (N64) 


1 GAM 

CQIUMHY 

Lur 

■HTff 

M»ru 

Mouvr 

1 GOLOENEYE 007 

NINTENOO 

7 

14 

2 WCW VS. NWO: 
mnu> TOOK 

TNQ 

— 

1 

3 OIOOY KONG RACING 

NINTENOO 

2 

3 

4 STAR FOX 64 

NINTENOO 

3 

9 

5 MARIO KART 64 

NINTENOO 

5 

14 

6 SUPER MARIO 64 

NINTENDO 

4 

17 

7 NFL QUARTERBACK CLUB '98 

ACCLAIM 

6 

2 

8 TUROK: OINOSAUR NUNTER 

ACCLAIM 

7 

p» 

17 

9 MK MYTHOLOGIES: P k 

SUK-21KO 

MIOWAY 


/ 

V If'* 

10 SAN FRANCISCO RUSN: 

MIOWAY ' 

8^ 

7 
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James Bond has a bunch of big, 
sweaty guys breathing clown his 
neck, and we're not talking about 
Jaws and Trevelyan "Hollywood" 
Hogan, Sting and other WCW and 
NWO wrestlers knock down DKR to 
make a surprise debut at #2' 


It’s impressive that Link has 
topped the charts for so long Even 
more impressive is that, years 
after WWF Wrestlemama and 
WWF Raw were released, both 
finally crack the top 10 




























































LETTERS, CONTINUED... 



JuanTDinosaur hunter 

In 1992, NP contest winner Chris Houlihan secured his place' 
in gaming history by having his name featured in a hidden 
area in The Legend of Zelda- A Link to the Past More than five 
years later, Juan Gaspar does Chris one better As grand prize 
winner of Volume 95's Turok contest, Juan got a VI P tour of 
Iguana Entertainment, where the Turok team digitized his 
image and recorded his voice to be ’ncluded in Acclaim's 
upcoming Turok 2 With a classified code, dinosaur hunters 
will be able to see and hear Juan throughout the game Turok 
2 is already one of the year's most anticipated games, but Juan 
and other gamers will have to 

Ns.ut V0 

c irrw*<»will he number* -d jM ^ :r—-! 


At Iguana in Texas, David 
Dientsbier (the director/creator 
of the Turok games) digitized and 
recor ded Juan Gaspar for n 
secret cameo in theN64 sequel 


I bought the game Mischief 
Makers and have gotten all of 
the gold gems and achieved 
almost straight A's It is a cool 
game 1 Tun, challenging, very 
cool characters, very cool story 
line, etc It's not very popular, 
though How do I know? 
Nothing in catalogs, barely any 
on-line downloads, and only a 
few NP articles* And Lean tell 
you why most people don't, 
like Mischie* Makers^ 2rt> 
game play. So what! Haven't 

A . * 

Jypu ever played a 2-D game 
that you thought was cool? A 
good^tory fine and solid char- 
aqterie^-thaPs What makes a 
gamd cooL Tbafs vybaf 'makes; 
RPGs v great, and ibs true for 
Mischief Makers, too 

Jeremy Randazzo 
l Colorado Springs, CQ 


Insipid Vlds ^ 

The Jirst promo video I ever 
got from you was the one for 
Donkey Kong ‘Country and I 
thought it was pretty cool. 
Next, I got the N64 video, 
which was also coql But then 
1 got the Star Fox M video. 
What the heck happened? 
When, I showed this video t& 
friend^; they said, "How’ 1 
dumb!" But when they played 
t}«5 game, they thought flfwns 
pretty cool. And the Diddy 
Kong Racing yffleo wasii'( 
much better. My only request 
is thSfyou put rrjhre substance 
!p your videos / 

lohn Orth 
Via the Internet 
We guess we wereprobably 
wrong in thinking, “I smell 

9$ * 

Oscar!" when we made those 
videos (Ugh That odor must 
have been something else) One 
of the perks of being a sub- 
sertber ts that you'll occasional¬ 
ly receive free videos of game 
previews And since they're 
made especially for NP readers, 
we'd like to know what you 


y 


think about them Wnte us and 
let us know what you think the 
videos should be like 

- \ I* -1 

& Y 

Nintendo Power Source 

• i 

hwas surfing the net the other 
day and, as Usual, I went to 
the best gaming site on the 
web t www nintendo com 
Your new web site kicks seri¬ 
ous Bowser booty! It's a lot 
easier to get around than 
before, and it looks a lot cool¬ 
er. Nintendo is getting more 
popular on the web and this 
just enhances your reputation 
V' Danny McCarthy 

W Palmyra, VA 

wBm mam /mm 

Readers are rallying behind the 2-D Mischief Makers. Next month, 
another N64 side-scroller, Yoshft Story, will he hitting store shelves. 
Qo 2-0 games still appeal to you, or should they be flat-out left to the 
Super NES and Game Boy? Sound off and send your thoughts to us! 

NINTEN00 POWER PLAYER’S PULSE 
P.0. BOX 97033 
REDMOND, WA 98073-9733 
E-mail’, noapulse@nintendo.com 


Bogus Bonus 

On page 28 of Volume 104's 
subscriber-only Bonus Issue , 
we printed Tip 46 under Tip 
44 Now, non-subscribers 
can enjoy part of the 
bonus — here's how Tip 44 
should have read 
If you're taking too much dam¬ 
age in Sector Z, line up with the 
Great Fox and fly into the dock¬ 
ing bay just above her engines. 
You'll fly out the front bay as 
good as new. This trick won't 
restore any lost laser upgrades, 
but you can at least get your 
shields back up to full strength 


Background Art Andrew Ctiristner • Wallaceburg, Ontario 
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TfflNTEfcDO 

POWER 

SUBSCRIPTIONS 
SYSTEM SETUP 
AND REPAIR 

1-800-255-3700 

(1-800-422-4281 TDD) 

6 a.m-9 p.m. Pacific time, 
Mondey-Seterdey 
9 a m.-7 p.m Sanday 
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representatives ere evaileble 

TALK TO 
A GAM E 
COUNSELOR 
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POWER LINE 

1-425-885-7529 

Prerecorded Game Tips 
and Future Product 
Information 

Newt about recant releases and upcoming 
gomes for all Nintendo systems Cell for 
help on Diddy Kong Racing, Bombermen 94, 
Cleyfighter 93 V^GoidenEyo 907, Star Fox 
64, Hexen, War Gods, Saper Mario $4, 6loat 
Corps, Turok Oinosaar Ranter, OoonrM, , 
Killer Instinct Gold, Star Wars Shadows of 
the Empire, PilotWings 64 end Mortal 
Kombat Trilogy for the Nintendo 94. There's 
also help for any Sapor Mene game for the 
Super NES end NES, Donkey Kong Lend, DKL 
2, OKI 3 for the Game Boy, any Zelda game, 
Oonkay Kong Country 1,2, end 3, chief 
Makers, Harvest Moon, Lost Viking* 2 
EerthBound, Illusion of Goie, Luha II, Super 
Metroid, Secret of Evermore, Chrono 
Trigger, Final Fantasy III. Super Mane UPG, 
Breath of Fire I and II, Killer Instinct, Street 
Fighter Alpha 2, Mortal Kombat II, Mortal 
Kombat 3 and Ultimata Mortal Kombat 3 
This call may be long distance, so ha sure 
to get permission from whoever pays the 
plane bill before yon call 

NINTENDO 

POWER 
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www.nintendo.com 

E-mail; nintendo@nintendo.coin 
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Hera's o follow-up on last montit's coverage ol THQ's hleg ol Die wrestlleg pieg. This month wa'pe raveolieg eew 
leto, nomely each wrasller's secret combieatioe moves. Every tighter has differed abilities, pies some 

slgeature moves, oed we've charted them oil top your gropplieg pleasure. 


Kir. hr 


A controversial member of 
the renegade Independent 
Union, this mysterious fight¬ 
er is cruel to every opponent 
on the mat, with moves like 
"'Japanese Rack" and "Ninja 
DDT.'' It's been said his only 
spoken words are that he 
was bom to be a ninja 



He's unmistakable The 
white-blond locks, elaborate 
costumes and 13 world 
championships of "Nature 
Boy" put this WCW fighter 
in his own league He's got a 
mean sucker punch, and if 
you’ve got the time, try mov¬ 
ing the Control Stick and 
watch him strut 1 
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WCW VS. A/WO 


THQ provided these confidential NWO hit rate numbers for Nintendo Power. 
Attack rates reflect how much damage is inflicted by a wrestler using different 
body parts. Defense rates indicate how much damage a wrestler receives when 
hit by a body part. 
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SCOT! NALL 

ATTACK RATE 
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SYXX 
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The pro testers at THQ have 
probably played WCW Vs 
NWO more than anyone, so we 
asked for their top strategies 
First, remember these rules a 
block always beats a strike, a 
strike always beats a grapple, 
and a grapple beats a block. 
The best way to knock out a 
wrestler quick!y is to throw your 
opponent about one third of the 
distance across the ring onto the 
ropes Then run the opposite 
way and bounce off the ropes 
When your opponent runs up to 
you, nail him with a clothesline 
It may take several hits to KO 
your victim 


BIFF BAGWELL 
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Master Fuji 


Truly the master of his sport, Fuji is as powerful as the 
Japanese mountain he was named for They say he's older and 
wiser than he looks, but don't be deceived by his calm exte¬ 
rior He's every inch an Independent Union maverick No 
rules, no care for money or other people, just a will to wres¬ 
tle Check out his Inverse Fuji 
Driver for quick head-butting 
damage, throw an old Fuji 
Bomb, or try his signature 
Mountain Splitter, which will 
have the opponent writhing 
on the mat Master Fuji deliv¬ 
ers all moves in true IU style 



They don't come bigger than this—at seven foot four and 450 
pounds, there's no beanstalk m the world that can reach this 
bruiser. Jack had belter just stay at home This WCW pounder 
has shocked the wrestling world by besting the great veterans, 
only to be defeated by "Hollywood" Hogan Some debut* His 

weight makes his moves slower, 
but hts leaping kicks pack a wal¬ 
lop. Try his signature chokes, 
like the Choke Slam, which he 
uses to grab the opponent by the 
throat and toss him effortlessly to 
the mat Can this guy be human? 
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Scott Hall is the man who came from nothing to destroy the 
WCW, starting the New World Order with "Hollywood" Hogan 
and his tag-team partner, Kevin Nash A true renegade, this 
cocky wrestler rewrote all the rules with the NWO and once 
arrived uninvited at a WCW match in progress Impolite, but 
who are we to judge? All we 
know is what he can do check 
out his Overhead Toss and Flip 
Slam And, once the Special light 
is flashing, hell lift his opponent 
above his head and throw him to 
the mat with a Pinning Outsider 
Edge As Hall himself would say, 

"Toooo Sweeeet 1 " 




An eight-time World Heavyweight Champion, "Hollywood" 
Hogan made professional wrestling what ft is today-but that 
doesn't mean he's stopped 1 When he joined mavericks Hall 
and Nash to form the NWO, the wrestling world was staggered 
In lightning pants and the 
NWO regulation black, he's 
still an undisputed leader in the 
world of wrestling Try his tricky 
Top Rope Stinky Leg Drop on a 
downed opponent, or his 
Chicken Wing Slam As his 
T-shirt says, Hollywood Rules 1 
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Luger is a former NFL football champion who's turned his 
strength toward the ring A WCW World Heavyweight 
Champion, he isn't fazed by the power of the New World 
Order and stands tall in all their bouts This gridiron monster is 
best at racking his opponents, especially with his signature 
"Torture Rack " You can see 
his former career in some of 
his moves the Bench Press 
slam, which he uses to lift his 
opponent like a set of weights, 
and his football Bomb Also, 
check out the cruel Spinal 
Slice, which could break a 
lesser man's back. 



Rock-star maned Nash helped make the NWO the powerhouse 
it is today As well as being half of "The Outsiders" champion 
tag-team with Scott Hall, seven-foot Nash is a powerful wrestler 
on his own Known for his cruel tricks and witty banter, Nash 
is also known to have no mercy—and no desire to play by the 

rules His best moves have 
deceptively simple names Back 
Breaker, Power Slam and his sig¬ 
nature Jackknife Power Bomb in 
which Nash manages to lift his 
opposition at the waist and toss 
him across the ring 1 Can this he 
legal? Only in the NWO 
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Puchtecha 


WCW VS. NWO 
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The DOA organization is even more outlaw than the NWO, and 
Puchteca is the man to prove it Like most DOA wrestlers, he is 
a former pit-fighter known for his cruelty and his ice-cold heart 
Puchteca has learned fighting techniques from around the 
world, mastering the deadly manos de muerte from Mexico and 

the capoeira from Brazil It 
shows in his fighting his 
Flauta Flip is true pain, and 
his signature El Tigre Splash 
executed on a groggy oppo¬ 
nent is cruel to the extreme 
Just look at his face: does 
this a man know the mean¬ 
ing of "mercy"* 



A true figure of mystery. Sting is undoubtedly the true star of 
WCW wrestling His moves, however, are unpredictable, his 
allegiances shifting Sting once appeared high above the ring 


with a vulture on his shoulder, 
Dark vision enters his 
wrest'ing as well, as shown by 
his signature, the Scorpion 
Death Lock, a move on a 
downed opponent that twists 
him into a knot An eerily 
painted face marks this "Dark 
Warrior" 


disappearing in a blackout 
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THE SUPERSTARS 

Once you've finished each league, you'll have a chance to 
wrestle as one of these famous gladiators What could be better? 

Irom DDP's killer Diamond 
Cutter to Glacier's cold Crucifix 
Crunch to famous "Macho 
Man" Randy Savage's Macho 
Splash, you're playing with the 
best of the bunch Have your 
Controller Pak ready—these 
guys are tough 1 




FROM THE ROPES 


ON THE MAT-FACE UP 

f\D -*> ^ 4 |P- 

1 • * i * 

ON THE MAT-FACE DOWN 

nr]-- r* r 

IN THE TURNBUCKLES 



i i 


Id | |d I 


V 4 



mm? ywm 


STRONG GRAPPLES-FRONT 

r-.w-i r _ 






STRONG GRAPPLES-REAR 


FROM THE ROPES 




mi 


t * 


r 


ON THE MAT-FACE UP 




ON THE MAT-FACE OOWN 




IN THE TURNBUCKLES 


* 




~or 

r p 

u. 

mr 

1 r 




STRONG GRAPPLES-FRONT 


STRONG GRAPPLES-REAR 


FROM THE ROPES 


|i I ^ 


IN THE TURNBUCKES 


© W/WTENDD POWER 












i 

r 


i 

i 


m, 


n f .\: 


STRONG GRAPPLES-FRONT 




n I i 


STRONG GRAPPLES-REAR 




STRONG GRAPPLES-REAR 




FROM THE ROPES 


FRONT OFFENSIVE MOVES 


ON THE MAT-FACE UP 


OFFENSIVE MOVES FROM THE REAR 




ON THE MAT-FACE DOWN 


m r» r 


Mfl ' r ■ 




IN THE TURNBUCKLES 


STRONG GRAPPLES-FRONT 


HIDDEN HAZARDS 

Once you've defeated the first four, you'll reach a hidden orga¬ 
nization, with two of the most surprising wrestlers yet By defeat¬ 
ing all the wrestlers in World Heavyweight, you'll reach Joe 
Bruiser, a dedicated boxer who relies more on his punches than 
on typical wrestling slams-that's because he's wearing gloves* 

After the Cruiserweight level 
comes Black Widow, the only 
woman in the game, who 
destroys her opponents with 
moves ike Death Coil and 
Spinning Head Sickle 
luckily, we have all these 
wrestlers' secrets 
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o for the gold! Just in time for the 
xviii Olympic winter Games In Japan, 
Konami introduces Nagano Winter 
Olympics '98, an NAOC-endorsed, 

twelve-event sports title 
for up to four players, if 
you're looking to up your 
medal count , check out our 
strategies for every event! 










NAGANO WINTER OLYMPICS ‘98 

OtMIPlB-MODE - 




Olympic mode is a challenge for up 
to four players against computer- 
• controlled athletes from around the 
world Choose any of the twelve 
events and play for as long as you 
want-you can play the same event 
over and over, or add other contests 



Pick and choose any of the twelve 
events for your Olympic mode 
contest Up to four players can 
compete with athletes from 
around the world in medal compe¬ 
tition, and the game won't end 
until you decide it’s time for the 
closing ceremonies 




and create your own 
victory conditions 
The game doesn't 
keep track of the 
player with the most 
medals in Olympic 
mode, but you can 
save your best times 
and scores on a 
Controller Pak 


HAM i 




Before you compete, you'll need to choose 
your nationality from one of in the sixteen 
compe ting nations featured the gama The 
Country Select menu displays team uniforms 
and national flags 


Championship mode is a seven-event contest 

featuring Snowboard Giant Slalom, 500-Meter 

Speed Skating, Snowboard Halfpipe, 120-Meter 

Ski Jump, Aerials, Bobsled and Downhill Skiing. 

In all timed events, your score is based on your 

total time. Championship mode 

is extremely difficult to success- |, 

fully complete If you're going for 

the gold, you'll have to become ” 

a proficient player in every event 

featured in the Championship 


Bobsled and Downhill Skiing 
are the two final eventstn 
Championship mode Nbu'll 
need a top-three finish in 
each event to have a chance 
at a medal 


PlAiiKi 


Impromptu perfor¬ 
mances won't win 
pants in the Halfpipe or 
Aerial Jumps You have 
to give the judges your 
planned routine before 
aach competition 


Championship Mode consists of 
sevan contests, Konami's own 
version of a Winter Olympics 
decathlon. 
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Compared to tho upper section of the 
Downhill, the Snowboard Giant Slalom is flat 
Racers can cross the Finish line without rely¬ 
ing on their edges 


GIANT SLALOM 


The Snowboard Giant Slalom will debut as an event 
in this year's XVIII Olympic Games at Nagano The 
object of this event is to weave through the alternating red and blue 
gates as fast as possible This course is fairly flat, so if you keep your 
line fairly straight, you'll be able to make it through the gates with¬ 
out braking on your edges While edges produce sharp turns, you'll 

lose speed using 
them. Boarders who 
wimp out and ride 
their edges will never 
stand on the podium 

■ 

during the medals cer- 
emony Speed thrills— 
M*u«t*v*»* m ~get some guts and go 


for itl 



Turn as you pass over the lower portion of each trianqle gate Unlike the square 
gates used in skiing, the snowboard gate's triangular shape allows racers to 
lean over the gate and easily spot the next gate ahead 



Stay close to each gate and you’ll never have to slowdown or use your 
edges The key to winning the gold in this event is never to use your edges 
Even small turns will reduce your speed and dosh your chances of standing 
on tiie podium 





HALFPIPE 


Like the Snowboard Giant Slalom, the Halfpipe is a new event at this year's 
Winter Games, and Konami has a bizarre way to play it Before you start down 
the halfpipe, select the eight moves you'll perform on the course There are sixteen moves 
to choose from, ranging from simple to complicated. As you ride up the wall, you'll see a 
controller sequence flash in the upper right corner of the screen It's a high tech version of 

Simon Says] To score 
points, mimic the con¬ 
troller sequence before 
your board launches off 
the lip If you goof, you' 
eat snow 


You won't earn a lot of points 
or tha judge's respect if your 
routine is a bunch of easy 
moves The morecomplicat- 
ed moves you successfully 
pull off in the halfpipe, the 
more points you'll win 


Nagano's Halfpipe avent is a lot like 
a high-pressure game of Simon 
Says You must enter the controller 
moves flashing on the screen or 
you'll crash. 
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500 METERS 

Timing is the key to winning the gold in the 
speed skating events Your racer automatically 
skates in her lane, so you don't have to worry about steering, 
and you can focus on timing your strides on the ice. Try to 
concentrate on pressing the L and R Buttons at the maximum 
points on both sides of skater's power gauge, sort of like tim¬ 
ing your swing for the power gauge in most golf games Since 
the 500-Meter Speed Skating race is much shorter 

than the 1500-Meter 
event, you can go all out 
without worrying about 
your athlete's stamina 


The L and R Buttons con¬ 
trol your racer's stride 
Prass the buttons ns the 
arrow swings to each 
end of the power gauge 



The longer the stride, the more 
stamina your racer consumes^ 
Stamina Gauge won’t be a f» 
on the short, 500-Meter coursi 





1500 METERS 

The 1500-Meter Speed Skating is one of the most challenging events in 
the game While timing your strides to match the power gauge is impor¬ 


tant, you need to balance your speed with your remaining stamina You won't get a 
second wind, so it's important to conserve your stamina throughout the four laps. Try 


to match the speed and pare of the skater racing in the other Jane, then blow out all 


of your remaining stamina right after you change 
lanes on the fourth lap If you time your move right, 
you'll run out of energy right at the finish line 



While a fast start is important to winning the 
race, try not to jump the gun—any racer with 
three false starts will be disqualified. 



Plan your strategy—you can 
take an early lead and keep up an 
even pace, or hold back and save 
your stamina for a big push in the 
final lap 




An early, three-quarter lap lead is 
enough to beat your rival, but you’ll 
use up your stamina holding him off 
at the end 
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SKhJUMPINB 



SC URETER 


Even with the instruction manual, fig¬ 
uring out the controls for Nagano's ski 
is difficult, especially when you're 


jump event 

pushing off at the top of the ramp To start, hold 

Down on the Control Stick and press the A Button 

Keep holding Down on the Control Stick until the 

exact moment your skier leaves the ramp, then 

press Up on the Control Stick Watch the angle of 

your skier and adjust his balance by tapping the Control Stick as 

he soars down the hill. Press the 
A Button again to land 


A good tailwind will lengthen 
your jump, but you won't earn 
a score from the judges until 
you pul! off a solid lan*"% 


Hold Down on the Control Stick as you 
press the A Button to start you jump 
Keep holding Down until you skier is 
about to launch off the ramp 


120 METER 


The 120-Meter ramp is much higher than the 90- 

Meter jump, so the extra height increases your expo¬ 
sure to crosswinds. Wind velocity and direction generally dictate 
the range of points scored in this event Expect low scores in cross- 
wind conditions and astronomical scores when the winds are still 
Keeping your balance and knowing when to land are the key fac¬ 
tors to consider as you fly off the ramp You will be scored on dis- 

__. _ . tance and landing style Your 

| 11 f I h 


Check the wind geuge in the 
upper left corner before you 
make your iump—hoavy cross 
winds will keep the top 
jumpers in check, resulting in 
lowscores 


If the winds are mild 
or you have a tail¬ 
wind, you'll find thet 
the best way to get 
extra air is to flip the 
Control Stick from 
Down to Up the 
moment your skier 
touches the end of 
the ramp 


Dnce you're airborne, use the 
angle meter on the left to 
maintain you balance As you 
approach the landing zone, 
start monitoring the elevation 
gauge on the right. 
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GIANT SLALOM 

The Alpine Skiing Giant Slalom course is faster than 
the Snowboarding Giant Slalom, but it’s still possible 
to complete this event without using your ski edges on turns-m 
fact, that's the only strategy for winning a gold medal. The object 
is to ski between the alternating blue and red gates as you weave 
your way down the hill Optimize your performance by memoriz¬ 
ing the layout of the course That way, you can position yourself 
and anticipate the twists and turns instead of wasting valuable time 
searching for the next gate. 



You'll sacnfice valuable speed and time if you rely on your edi 
Giant Slalom course is easy and flat enough to complete wit 


Janos 

ges 




The easiest way to win the gold medal in the Alpine Giant Slalom is to 
memorize the toughest parts of the course before you step out of the 
starting gate Ybu can dramatically reduce your time by anticipating each 
twist and turn. 



Turn as close as possible 
around the gates, but try 
to avoid hitting them 
Hitting a gate head on will 
throw you off balance 
and slow you down 



Big air, big turns and 
using your edges 
will cut your speed 
and ruin your 
chances at winning 
a gold medal 


DOWNHILL 


Downhill Skiing is one of the most glamorous and dan¬ 
gerous events in the Olympic Games Nagano's course is 
shorter than other Olympic Downhill courses, with plenty of long flats 
and wide, sweeping turns These conditions have been reproduced in the 
game, and players will find that many of the same strategies Olympic rac¬ 
ers use will apply in their own races The key to winning is anticipating 
the twists in the course and avoiding long, sliding turns Keep your skis 
flat on the snow after the first interval time 


If you're going to win the Gold Medal in 
the Downhill, you'll need to avoid makmg 
big turns Keep your skis evenly on the 
snow and try to cut across the long, 
sweeping turns after you've passed 
under the first interval time bainer. 
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AERIALS 


If you own a controller with a Turbo or Automatic but¬ 
ton, you'll have no problem powering through the 
Aerial Freestyle event Before you jump, you'll choose from one of 
ten different aerial tricks These maneuvers are ranked according to 
difficulty The judges will award more points to the skiers that suc¬ 
cessfully complete the difficult moves You need to have power to 
pull off these moves-the more power you have, the more difficult the 
move you'll be able to make Two judges will grade you on your 

landing Make sure 
that you press the B 
Button just as your skis 
touch down 


You'll need power to successfully 
pull off a maneuver Rapidly tap the 
A Button to collect energy before 
the jump 


Before you leap, 
choose one of ten dif¬ 
ferent freestyle aerial 
tricks These moves 
are ranked by order of 
difficulty 


After you're airborne, you'll need 
to concentrate on landing Press 
the B Button as you hit the ground 


CURLING 




The object in curling to slide your 
stones into the target rings while 
preventing your opponent from 
scoring 


PURE STRATEGY 

Of all the events in the game. Curling requires the most strategy and 
plenty of careful planning For the uninitiated, curling consists of 

two teams taking turns sliding their four stones 
down a narrow ice rink at a target, called "the 
house/' After four turns, the team with the 
most stories in the house wins You'll 
often have two choices when you slide your stone 
down the ice* you can use it to block your oppo¬ 
nents' next shot or you can aim for a score The 
team with the last stone often has the best 
chance of staying in the house 
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LUGE 
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SINGLE 


Both the Luge and Bobsled races are held on 
Nagano's Spiral course Luge racers use special 
spiked gloves to propel themselves down the starting ramp You con¬ 
trol tlie speed of your racer's fists by alternating between the L and 
R Buttons on your controller. The faster you tap the buttons, the 
more momentum you'll carry into the first turn. Compared to the 
bobsled, luge sleds are extremely light, and they easily flip on high, 

banked turns Keep 
this in mind and try 
to steer low as you 
blast through Spiral's 
tricky turn four 


Gat a solid push off the starting bars, then alter¬ 
nate between the L and R Buttons to control the 
speed of your racer's spiked fists on the ramp 


If you power-up your push 
off the starting bars, you 
won’t have to work as hard 
to build up speed on the 
ramp when you use your 
spiked gloves. 


Steer low on the 
turns or your luge will 
suddenly flip over 
Tha trickiast turns on 
the course are the 
fourth and the final 
three turns 


BOBSLED 



FOUR MAN 


The start of the Four-Man Bobsled event is just like 
the beginning of the Freestyle Aerials—you must 
quickly press the A Button to get a fast start A fast start is the most 
important part in the bobsled race The game will tell you when 
to load each rider on your sled as you run down the slope at the 
start It is critical that you hit the B Button and load each team 
member when the green light flash¬ 
es over his seat position in the sled. 

After the team is on the course, keep 
the sled in the middle of the track 
and away from the walls 





To load your team, hit the B Button when the green light flashes on each 
rider's number Avoid bitting the walls after your sled is on the course 

VISIT THE/- 

NAGANOG 

www.ragano. 


Ismooth start is the most 

7( part of the bobsled race. 


Even if you can 
Japan, you can 
site of the XVI 
This cool site 


photos, fun facts and informat 


the spirit of the 


t afford a tick 
still visit the 
I Olympic 
s packed wit 


games’ 
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Midway Games is aiming for goid-and plenty of cold, 
hard cash Its latest hockey game, Olympic Hockey 
Nagano '98, has over 125 NHLPA players and all 
fourteen international teams scheduled to play m the 
XVIII Winter Olympic Games. Hockey fans looking 
for an Olympic title with authentic rosters and action 
won't be disappointed To ensure outstanding play 
control and realistic animation, the developers at 
Atari Games borrowed the best elements from Wayne 
retzky's 3-D Hockey '98 If you're a hockey fan 
looking for a Olympic Hockey game, and you don't 
own a Gretzky 3-D Hockey title, this game may light 
your lamp. + 


mm&nt 


S 19SCi &mn#«Ccirp. Restifv^d 


> aside, Olympic Hockey jlays, tour is 
and look; like W iyne Gretzky's3-D 
Hockey '91. Theft are^few changes, 
like names here -th every player on 
the tee and expanded %ttfisties but 
Atari Games' developers recycled 
many dements from the first two 
Gretzky title*, "Robin Hood *md his 
•merry men ire up to it again," one of 
the most annoyiir phra*ss in the first 
Gretzky game, might be Midway's 
answer to Crybaby Mario in Yoshi's 
Island. The sample squelched in 
Gretzky '9t*, but it's back to haunt 
you again in Olympic Hockey, 


CANADA 


MONTREAL 


FLORID, 















OLYMPIC HOCKEY 


DianzcrioKS 


TAKE YOUR TEAM ALL THE WAY 


PLAYOFFS 


qualifying BOUND There are four modes in the 

8 amt * ' Kri a( * ( '* Qualny; Finals 

{ arc! Playoffs. With the' exrep- 

V » I tion of Arcade mode, ’ll of 

I the stylos of play are 

designed to replicate an 

Olympiostyle hockey tour- 
Under new Olympic rules. . .. iL , 

seven international teams namerrt - You can 8° the d.s- 
must play against eech other tance and play as Austria, 
in a specie! Qualifying Round. Belarus , FrancE( Germany, 

Italy, Japan or Kazakhstan in the Qualify mode, or go up 
against the powerhouses—Canada, Czech Republic, 
Finland, Russia, Slovakia, Sweden or USA-in Playoffs or 
Finals mode. Olympic Hockey lets you customize divi¬ 
sion seedmgs to reflect the real Winter Games, so you can 
recreate all of the Olympic action the way you want it 


Playoffs mode is an elimination 
round format that uses 
Olympic rules. The final four 
teams compete for medals 

FINAL RDUKO 


Select the Final Round and 
compete for the medal round 
Olympic Hockev lets earners 


Are you searching for the best player on your favorite team? We've 
rated the best players according to their game statistics But 
remember, despite their strengths, the players listed below are only 
as good as the gamer at the end of the controller. 
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You want to daece wr our teun, com- 
Yadei The Cold War might be over, but 
Olympic Hockey's Defection* menu 
lets you Jtvjtch athletes between 
national Kims* {The Defections menu 
is juit a dever name for foe Trading 
msmi designed for Gretzky '98.) Your 
only restriction is that you must 
exchange players for other players who 
play foe same position. 


setumt 


autumni ttm 


Olympic F ckey* 
Defection menu 
is rtally i differ¬ 
ent nemo for the 
seme trading 
eptian menu used 
in Gretzky 'SI. 
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FRANCE-Laguerre KAZAKHSTAN-Umanov 


JAPA - Watabe 


BEIARUS-Zaitsev 


SLOVOKIA-Bondra ITALY-Brun 


CANADA-Lindros 


RUSSIA-Yashin 


UNITED STATES-LeClair GERMANY-Sturm 


CZECH REPUBLIC-Jagr 


SWEDEN-Sundin 














j Here's the story To open up all four levels of a world, or "page," in Yoshi's | 
k Story, you must first find the three Special Hearts hidden in any of the pre- ^ 
^vjous world's levels Every level contains three hearts, and how many you J 
find will determine where you can go to next Consult our chart to see how J. 
many hearts you'll need for your destination. r 
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« / To finish a level, toshi 

Baa"* must collect 30 pieces of 
IL^i fruit. And it pays to be 
gg l picky—eating the mn- 

domly chosen Lucky Fruit * 
*** earns more points (eight), jl 
while finding 30 melons will be A, 
even more special (and tricky) 


a ^ nearts th .t parachut, from the 1 
sky when aver you _at six of 
the s .me fruit in a row. When j 
you gobble tk: heart fruit, jnjmies * 
IB will be temporarily unabL to dam- 
age you, and they'll transform into your 
Favorite Fruit if you pound the ground 


r Poochyhasanosetor 
y hidden items Pound the 
[ ground at the spot where 
_ he stops and you could 
U uncover hidden fruit 


When you eat the heart fruits, not 
only will you be able to extend your 
tongue farther, but, by pounding 
the ground, you’ll release fruit 
from their bubbles and change 
Shy Guys into fruit 


An epic cast of enemies is plotting to make sure 
Yoshi's Story doesn't have a happy ending Some of ' 
the enemies are invincible, some must be egged, while rH 
others can become Yoshi food. Shy Guys are the most 
common foes While Yoshi has an appetite for the bash- 

ful baddies, you'll earn more points if you 
V defeat them by egging them or stomping 

% on their heads Plus, you'll earn even 
more points if the Shy Guys match the 
color of your Yoshi 
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F\ r*r ^ Page 1 is the only world in which all 

JL four levels are immediately accessible. 

-^ The higher Ihe level number, the higher 

the difficulty level, but, in general, Page 1's areas are basic training levels. 
Even so, not every heart will be easy to find. Yet 


The crossing-guard elephant will stop you in your iracKs 
no matter which path you take He's not very surefooted 
| however, so pound the ground to knock him off his feat 
|Before Pak t Derm has a chance to stand up again, run 
[to the other path to get around him 


Yoshi can't fly to the top of the cliff, but 
the red exclamation point b ills will help 
him gut there When Yoshi licks one, 
he'll use his tongue to pull himself up on 
top of the ball 


After entering the warp vase, free Poochy 
by pounding his hitching post into the 
ground The dog will lead you to every hid¬ 
den melon and all three Special Hearts 


When yuu nop otl the ci.fr, you 71 f ine 
by a brown question mark box Breaking it 
open wil I start the area smmigame, a timed race 
to the red flag at the end of the long straightaway Shy ^ 
Guys will stampede to slow you down, but you can make your 
log more manageable by eating and egging them before you actually 
start your race After you've cleared a path, break the box open 
then dash right 


The most elusive heart ha^^^^^^PF 
a square boulder Poochy will lead you to a 
special spot beneath the rock If you stomp 
there, a platform will appear Hop onto it, then 
free the heart by turning the rock into rubble 
with one of your egg projectiles 
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Yoshi would ho cough- 
inn up fur fa )lls if he 
tried tooit the Fuzzy 
WiggL-r. Instaad, 
pounce on it When- 
^var you I and onasjg 
ment of it, that part 
of its body will turn 
purple Once its body 
is tot ally purple, it 
will turn into a melon 


JpJpMMBVy chfc second winte 

mt box, hurl an egg at the question 
mark bubble When the bubble bursts a switch wil 
fall out Hop onto it to make the clouds come out 
then quickly hop across them to collect the 
coins and the first Special Heart 




T >en osnis are sni * my near secret items, 
they II begin to inhale faster If you sniff at the 
precise locetion of the itamshiding spot, Yoshi 
will wave et you. Pound the ground end you’ll 
uncover the secret, such es the Special Heert 
above the yellow pipe 


Journey to the right after you pass 
the arrow by Miss Warp #1 until yo 
reach the axclamation point bubble 
Shoot it to the unload a gap-toothed 
inflatable friend Push your Control 
Stick up to extend the balloon sky ward 
then jump up to snag the floating heart 


Shoot the myst iry box to unleash the balloon badd 
The ol' windbag will blow hot air at you, but if you 

launch ^ggs at its pDtchdd-up hole, you'll 
l r jopun its wound md knock the wind 
%\ out of the balloon Once doffed, your 
J 4 V foe will turn into a melon 


Launch an egg at the bubble 
beneath th6 two blue square boulders^ 
then enter the vase to warp to the " 
minigame Belance the blocks so the 
stack slantsto the right If you deliver 
the entire pile to the flag, you'll receiva 


ssvan maions 
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Mop onto cne left red ball at th^feoi ot the cliff, t 
shoot the bubble to expose the switch By activa 
switch a series of red ballsleadm j to the clouds • 
appear Follow them through the sf y to the heart 


*• J The mobile clouds will 

id y&L f follow the dotted lines, 

I but you csn sometimes 
1 reroute your nde to 
' ™ another path by throw- 
iny eyys at the levers If you run out of eggs, 
replenish your supply by eating a flying crea¬ 
ture when its yellow 


The minigame for Level 1-3 is the same as 
the game in 1-Z Pound the ground at the 
flower pot to start the game, then catch 
the seven blocks that fall from the sky 
Balance the stack so they tilt to the right as 
you creep carefully right, to the flag, and be 
I especially careful walking over the hill 


f ter walking past the 
rrow by Miss Warp #3 
u'll spy a large red ball 
rbitmg around a ques¬ 
tion mark bubble 
The bubble contains 
heart The roving 
B al! will deflect your 
I* ggs, so make 
I hooting easier by 
| ggmg the lever to 
■ at the rod ball out 
I f your way 


r» After capturing 

I the second 
I Special Heart 
I venture right to 

\ _I the network of 

clouds Hitch a 

r ido chrougn che skies on a cioud, then work 
your way to the upper right Directly above the 
top of the cliff you'll find the final Special Heart 
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Control Stick to the left or right Steer clenr of walls or ledges to keep 
your craft from vanishing out from under you Fly to the upper right, then 
grab the umbrella to glide off the ledge 


Af t jr using your umbrei* f 
to float to the bottom, jjj 

enter the door Slurp fl 

your way up along tr iu r 
b^lls until you reach 8 

Poochy. From the dog, 0 

climb up and to the left 
until you reach the top 
ledge whei * a Shy Guy guar- 
a Special Heart 


From the heart, drop down nd t ’ka on* of the right 
passages Lick tulip to transform Yoshi into an egg, 
then push and hold th. Control Stick diagomlly down 
to the left, When you i Jeas* the Stick, your jgg will 
jettison skyward to the right where a cloud cradles 
the. second herrt. 


Climb 

up ihe red balls by Miss Wfcrp fl, then fty left 
W wnen you reach the white hint box Pound the mystery ’ 
r box, then jump into the vase to warp to the long jump 
mimgame Leap before reaching the flag, then flutter os far 
right as you can The number of melons you win for your 
effort will be determined by the number on the marker that you 

Lind by 


Enter the door on the right ledge 
by Miss Warp #3 (t jlow the sac 
ond heart! Behind th j door, 
clouds blow air upward. Hop 
into thdir updrafts and lut 1 

the gusts blow you toward | 

the left Sid3 of the screen. 

On one of the left-hand J 

clouds, you'll find who:*the 
thirdheart beats I 
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J fl r* r A ln the second section of Yoshi's Story, the 

r j £m dinos head below ground. Throughout the 

—- - - —■ „ - world's four underground levels, Boo 

Buddies, Blarggs, Jurassic fossils, and other subterranean baddies are on the prowl 
for Yoshi. The foes are fierce, but the real heart of the matter will be finding the 
Special Hearts. Here's a brief rundown for finding the ones hidden in Page 2, 


What's that, Poochy?Pound 
the ground where you're stand 


In Laval 2-2, ill three hearts 
are in plain sight. To collect 
1 1* first one, stand on the 
bone until it lowers you to 
the heart Befoi * you sink 
into the lava, grab the heart 
and jump a w r ;y 


mg and a Special Heart will 
appear* Good dog, Poochy! Good 
dogi" Poochy always appears to 
point something out 


Journey left below the three 
elevator platforms, then 
jump into the cavern with the 
white hint box After burst 
mg the bubble, hop on the 
switch to make the Special 
Heart appear 


When che Blargg ducks 
beneath the lava, leap across 
the gap so you plummet under 
thenb bone on the right 
Whan you reach the heart 
quickly flutter to scramble 
your way back onto dry land 


Ride the elevator platforms to the 
upper right ledge Jump off its 
right side, then head left and up 
Break the box, warp, then stomp 
the fossil's heads When it's 
extinct, a heart will appear 


You'II find the fine! fk irt 
after you pass the elevator jf 
platforms and minigame. 

Stand on the bone to lowtr f 
it into the lava, then leap up f 
into the heart and onto the - 
rib bone f 


After crossing the orange 
ooze that's sheltered by the 
spiked ceiling, venture ( 

through the lower passage 
Push tha box to the right I 

then climb on it to jump to the 
room that houses the heart 


Fly a saucer up to the room 
that sporadically fills up 
with wisps of smoke Walk 
along one of the smoke 
ribbons to the lowar pas 
sage on the right to col 
, lect the first heart 


Ride the rushing water to 
the left You'll eventually 
wash up in a pool of watar 
In the area directly above 
it, you'll find a bubble that 
will become a heart if you 
agg it 


Journey right, past Miss 
Warp #2, end follow the path 
up to the warp vase When 
you teleport, you! I face off 
with a slug To earn your 
heart, defeat the slug by 
throwing eggs at it 


/v en you find Poochy 
ound the ground to make a 
air of platforms appear 
limb them to enter the 
passageway overhead 
aside, tho caverns will lead 
m to tho heart that's 
►ailed in by boulders 


The final heart is in the 
top of the room where 
Miss Warp #4 sleeps 
Using the wisps of smoke 
as bridges, run along the 
cloudy streams to reach 
the ceiling whore tha 
heart shines 
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From under the I 
V ground to over the 

am ground, the next 
plot twist in Yoshi's [ 
Story takes the Yoshis 
out of the caves and ( 
high into the skies In 
Page 3, Yoshi will 
trudge through snow HHBMp- 
to ride balloons, 
storks and teeter-tot¬ 
ters that are suspend- ^ 

ed in midair 


w , The quest for the Marvelous Tree of 
Mirth will then take the Yoshis into the jun- 
' .4 gle, where electric eels, hungry fish and 

f Piranha Plants salivate over the thought of 
r having a dinosaur for dinner Page 4 will have 
t Yoshi running and swimming to avoid becom¬ 
ing an appetizer in the jungles of balloons and 

thorny forests 


^Ji w * The picture 

book world 
B could be a tnv- 

elogu-, with all 
r th 2 exotic loc jI es 
contained inside its 
pages. In P ^ge 4 
of Yoshi's Story, the [~ 
book becomes a naval Jpj 
novel as Yoshi navigates 
waters tfr.t swim with 
jellyfish, pirate ships 
and Shy Guys in sub- M 
marines. \ 


£ U : final 

f r ft 

ikv> O 

'S 

► with clim.xtK ba th *f§ 

; /S . -B^b* ^ -0 *t^v* 

^ iga ^ 

of the lre< * Th*' I I 

Koopa doesn't want HflMBBB||| 

► the Yoshis to get that 
far, of course, so he's 

m booby-trapped his pad 

m with buzz saws, falling weights and enough ghouls to 
r haunt Halloween a few times over Finishing this story 
t won't be easy reading 1 


END OF STOW? 


Like a good book, Yoshi's Story is something 
-that's hard to put down (or turn off, as the case 
^^B r ma y ^ c )- The game is loaded with secrets and endfess 
ways to earn high scores and journey through the story. 
With so many possibilities, what's the best way to end the 
story? Check out NP next month, when we start the second 
chapter of our Yoshi's Story strategies. Until then, that's all we wrote. 
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MEMBER IDENTIFICATION # 


Speed Up 

It you want ell ot your pleyers 
to run like Walter Peyton, type 
mWLTRPYTN on the Enter 
Cheat screen- Now go, go, 601 


IcNlTR tHEA» COOfiV 


Football February 

The pro football season may be over, but the gridiron action 
is still going strong here at Classified Info. NFL Quarterback 
Club '9B is in the teadoff spot again this month with eight 
more terrific codes. To enter these code words, first go to the 
main menu and then select the Enter Cheat menu. You may 
use either the Control Pad or Control Stick to select your let¬ 
ters. Press A to confirm. If a code is entered correctly, you'll 
hear a "whooping" noise. 


IHbk Speed 

It the previous code wasn't 
good eeough lor yoe, type in 
MCHLJNSN ("Michael 
Johnsot ") as your cheet. This 
will ellow ell your pleyers to 
ren et the maximum normal 
speed. 


Goliath mode 

To turn ell ot your players into 
gients. enter GLYTHMD ot the 
Enter Cheat metu. Uh. so what 
have you guys been eetmg. 
anyway? 


Strong Receiuere 

Type in BGBFYFF on the Eater 
Cheet screen to pump up your 
wide receivers. Your “Big 
Beefy Fest Fleekers" will now 
perform better overall. 


ENTER CHEAT CODE f*. 

f t f » 

CGflFTf-f jm * 


Blockheads 

It you entar JPNSMWR es 
your code word, ell ol your 
pleyers will he short end wide 
Mayhe this will help you hold 
the line of scrimmegel 


Jump Farther 

If you enter CRLLWYS ("Cerl 
Lewis") es your cheet. your 
players will then jump higher 
end farther. 


Sticky Honds 

Ybu won't have to worry ehout 
e fumble with this code. Eeter 
STYCKYHNDS es your code to 
give ell ot your pleyers e grip 
of steel. 


PWT6# Ch*at enrury 


For the ultimate in speed, 
enter SPRTRBMD es yotr 
cheet. "Super Turbo Mode" 
will ceuse ell your pleyers to 
rut et superhuman speed. 


snrCKYHNDB 


«m if 
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Football 


fflore Hidden Teems 

Not to be outdone. Madden 64 has a few great codes of its 
own. To activate a hidden team, first enter the Season mode, 
select the Front Office option and then choose Create Player. 
To activate the "97 Conference A" team, enter "HOWLIE" 
as the player name. To activate the "97 Conference B" team, 
enter "LEI" as the player name. Enter "AT MADDEN" (the 
underline is actually a space) to activate the All Madden 
squad. Save the player and exit. Now select Exhibition mode 
and scroll through the team list. 


Rush Revelations 

We're nowhere near the end of our list of codes for San 
Francisco Rush, and here are a few more juicy ones for your 
racing pleasure. 

Change Uieiuing 

Distance waJ , fl ; 

During e race, hold the View or I Wj / \ 

LButtoe end press Up urDowe Wf / . 0 v 

on the Control Stich to change mf i Km l|r r;k 
the cemere distence end V / IK j ft \ 

height. Just remember to heap 1/ J| 111 

your eyas on the rood while 1 ■ 

you're mehing the changes! 


- mr rtor 

* rtJii'itiii ~ 
iTWtastuo 
Cph lFttH s MX > 
hlilHCAi ftk . 
JIM, aoft Ur 
llUlMLUUm 
T 'unfit'. 


Chengs Fog Color 

On the Car Select screen, hold 
Z end press bottom C three 
times. Ityoe enter the code 
correctly, the color ot the fog 
in the viewing window will 
chenge. 


The secret teems ere avail¬ 
able in Exhibition mode only. 


These teems will be able to 
trounce most opposing squads 
with ease. 


Change Weight 

To change yoer car's weight, 
go to the Setup screen, hold Z 
end press Up end then Down. 
Release Z end press Up, 
Down, Up end Down. Repeat 
the code to switch between 
several weight options. 


Chengs Colors 

If you'd like a different paint job on your ride, go to the 
Aircraft Select screen, highlight a plane and repeatedly tap 
the R Button to scroll through the different choices. This sim¬ 
ple trick works in the Main Game, Boss Attack and Practice 
modes. 


Track Textures 

Dn the Setup screen, hold 
right C end press the L Button. 
Release both buttons end 
press Z. Repeat the whole 
sequence, this will chenge 
the troch textures Repeat the 
code to eee ether choices. 


Special Car 

First win any circuit. From 
then on, it yoe select the seme 
car you used to win, you can 

S Z foar times on the 

Select screen to eaeble 
0 special car. This trich worhs 
in Circuit races only. 


Select e new paint scheme 
end press A to contrm your 
choice. 


You can battle ngeinst the 
forces ot evil in sty lei 
















F>ora Claytalities 

Hrst off, we apologize for referring to "Claytalities" as mere 
"fatalities" in the last issue. And guess what? We have a few 
more for you to try out! _ 

Pincer 

Blob lands the pach with this I V 

catting Claytality; stand at I * - v > * 

awaap distaaca, hold tha L I ^ * 

Buttoa and prase Down, Down, I T s . * 

Toward end tha R Button. K %■ 


Hlech moves 

Last issue, we revealed how to activate War Mech, He's not 
very useful without a battle plan, so here's a quick primer on 
some of his better moves. 

attach to catch ^ar o^ionant 


Exploding Drum 

Boahar's Exploding Drum will 
blow oat more than your oppo 
naat’s ears! Staid at sweap 
distance and prose Toward, 
Down end Toward. 


If someone tries to “tartla,* 
get ia close and press 
Forward, Dowa and Duich 
Thrust. You’ll convince him or 
har to coma out aad fight! 


Death K-Oay 

Stand at swoap distance and 
prass Bach, Down, Dowa and 
Toward. Leave it to tha not-eo- 
good Dr. Kiln to coma up with a 
high-tech method for mayhem. 


Combo 1 


Yoa caa create cambos by 
liahing spacial moves togath 
ar For example, press Qtnch 
Thrust, Duick Thrust, Bach, 
Dowa, Toward and Kick. 


Pirauiorko 

Yoa'II have something to cala- 
brate if you can pall off Taffy's 
Fireworhs display. Stand at 
sweep distance and press 
Bach, Toward, Bach and 
Toward 


Combo 2 


Try this 4-hit combo on far 
size. Jump toward your oppo¬ 
nent and prass Duich Threst 
three times and then Strong 
Thrust once. 


Scery 

Evaa hiding undar tha covers 
won’t protect your opponaat 
from Ichyfaod Clays Scary 
Claytality. Staad at sweap dis 
tanca and prass Dowa, Down, 
Toward, Beck and tha R 
Button. 


Illar Hammer 

To aalaash War Mach's 
Execution, deplete your oppo¬ 
nent's energy, stand ona stap 
away and press Bach, Toward 
Down, Bach and Stroag 
Thrust. 
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Cyber Cheete 

Hie future will look a whole lot brighter with this new batch 
of Robotron 64 codes. The Shield, Flame Thrower, Speed Up 
and Radiation Spray codes are entered with the Control Pad 
and C Buttons during normal play. The Game Boy Mode and 
Auto Play codes are entered on the Setup screen. 

Shield: 

Down, Left, Left C, Right C 
Flame Thrower: 

Down, Right, Down, Right, Right C 
Speed Up: 

Left, Left, Right, Right, Top C 

Radiation Spray: 

Up, Down, Right C, Left C 

Game Boy Mode: 

Up, Down, Right, Left C, Down, Up, Left, 
Right C, Up, Down 

Auto Play: 

Left, Right, Up, Down, Left C, Right C, Left C, 
Right C (repeat whole sequence 3 times) 



The effects ot the weapon 
and power-up cedes ere only 
temporary. 


The Auto Play Mode may give 
you soma good hiats on 
defoatiag the higher levels. 


i # 



more fig me Cheete 

We really hit the mother lode with Extreme G, didn't we? 
Here are a few more name cheats for you: antigrav (turns 
the screen upside down), fergus (puts a face on the cycles in 
Shoot-em-up mode), ghostly (makes parts of the track trans¬ 
parent), raSO (allows you to skip tracks in Extreme Contest 
mode), stealth (turns all cycles invisible), wired (takes ell the 
textures off the polygons, leaving only the wire frames), and 
xtream (speeds up the game). These names work in Extreme 
Contest, Single Player and Multiplayer modes. 


lint 

1M156789 


. r a 


Chaiga yoar name before e 
race. Use lowercase letters 
only. 



Most of these cheats caa ba 
combined with ona another. 



Code Hunter Corner: Orb Rlert 

This is definitely the last word on the Orb Trick we ran back 
in Volume 102, we promise! After further testing, we dis¬ 
covered that this trick may be fine for experimenting, but 
not for actually completing the game. If you obtain all the 
Sword Orbs with this trick, but then reach a point in the 
game where you are offered another orb, your game will 
likely freeze and you won't be able to continue. 


If you have an awesome trick, password or code for our Classified Information 
files, drop us a line at the address at the right For access to even more cool codes 
and tips, check out Nintendo's official web site at www.nintendo.com. 


nintenda Pauier 
Cleesifted Information 
P.O. Bom 97033 
Redmond. UIR 
98073-9733 
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starring 


A mysterious alien ship 
is flying over Feudal 
Japan, t 
historic 


into 

stage props for a gaudy 
musical, What kind of 
twisted theater troupe 
would dare to rewrite 
history, making all the 
world a stage? Restore 
history in Konami's 
Legend of the Mystical 
Ninja for the N64, a 
humorous, one-player 
adventure game that’s a 
blend of fantasy, history 
and science fiction. This 
month we cover the first 
half of the game and 
reveal the mastermind 
behind this fiendish dIoL 


ColondUr D«n\tn* will 

a nw for you Wwsol* 
If he (MlC it suit* 


Without a doubt, Konami's Legend of the Mystical 


ine i\o4# I nc j -u adventure game, wnicn looks a lot r - 

like a Mario 64 with Zelda elements, is a direct trans- 

lation of Ganbare Goemon, a successful and amusing ^ J ^ 

title available in Japan. Since humor varies from cul~ ^m 

ture to culture, some North American gamers may find * * * • 

that the translated jokes and puns in this game some- * J 

times make little sense. The only reason you'll know r | 4 • 

that a Joke is a joke is that the game has a laugh 

track—which can be annoying. Still, if you can bear _ 

the bewildering dialogue and get used to the exotic Mv , tica| s , a((||1B 

place names, you'll find that exploring the creative humorous, action, adventure game 

that contains role-playing elemeats 


stages in the Mystical Ninja is time well spent 


Ninja promises to be one of the most bizarre games on 

.A 4 . ^ n. 41. ■ ■ A ■ B A 
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Sasuke is a robot made by a wise 
man from Iga While Sasuke has 
a variety of fire and freezing at- 
atacks, he won't be able to help 
you until you find the two bat¬ 
teries for his power pack Vbu'll 
find him in ZazenTowrv 


A secret ninja agent, Yae is an 
expert with both swords and 
guns As you explore the advanced 
stages of Mystical Ninja, you'll 
find someone who will teach Yae 
her ultimate spell the ability to 
transform into a merrnoid 


A self-proclaimed "Ninja of 
Justice," Ebisumaru settled 
down in Oedo to relax and eat all 
day This warrior is slow-he 
almost waddles--but hts hammer 
is great for smashing enemies 
and ha knows how to cast spells 


Goemon carries a pipe that he 
uses to bash open pots or rough- 
up ugly aliens that get in his way 
Early in the game Goemon will 
find a Cham ripe, which is the 
Mystical Nmja^ version of Link's 
Hyrulian Hook Shot 


Iteslc 


Goemon Impact is a gigantic robot 

■ you'll use in special robot battle 
. stages. This simulation-style mode of 

■ play is unlike anything you've seen in 
other adventure games, and it make 

take time to thoroughly master the robot's 
complex controls and street fighting com¬ 
bos—but you'll have fun learning. 


A mermaid, a robot and two bumbling—if not always 
hungry—ninja warriors might seem like an unlikely dream 
team for saving the world, but these multi-talented char¬ 
acters have special skills that are crucial for stopping the 
alien invasion. The keys to winning this game are learning 
to be resourceful and relying on teamwork. If you find 
yourself stuck, try switching to one of the other 
characters and using the tools and weapons in 
Lthat character's inventory. 


MYSTICAL NINJA STARRING GOEMON 


Goemon Impact stages consist of 
side-scrolling action and simulation- 
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Teamwork is your key to victory 
You'll need to switch between the 
four characters and use their skills 
to get past the obstacles you'll 
ancounter throughout the game. 
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o Oeoo Town 
0 Kut'e Copppp Shop 
0 Mount Fuji 

o Oepo CAtne a. 

0 ZAZtN TOWN ^ 

0 Kn's Coppee Shop 
0 Kii-Awaji Island 
0 FutcvPoke Village 
0 bo’s Coppee Shop 

© «H0CT Toys CASTLE 
© tet/H&'e Coppee S mop 

© ?E«Ptf tf4CTiE 
© 0»4T«fE» VILLAGE 

® Ocoee Mountain 

© «48I/W4EfNE CASTLE 
© Stowe Ciccle 


0 OBUO TOWN 


Mystical Ninja Starring Goeman is set in Japan and is loosely based on what historians call the Edo 
Age. You don't need to review a history book to play the game—the most important thing to remem 
ber is that tin's game fe huge, with plenty of places to travel through and explore. 


The game heemeny large 
arees. Leter in the game you'll 
befriend e dragon who will fly 
you heck to eny previously 
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MYSTICAL NINJA STARRING GOEMON 


5L — THE COFFEE SHOP IN THE SHADOW 

OF MT. FUJI 

^ 9 v ^ You can't rescue the King inside Oedo Castle until you find 
if t ^ a Chain Pipe to cross the moat The panicked citizens 
JS# -i*£3C_ remember a guy who made Chain Pipes, but he ran off to 
A weary traveler Mt. Fuji. The towering volcano is just a short jog down the 
(toffee Shop 3 has*a Highway. If you get tired, you can stop off at the Kai 

map thet hes willing Coffee Shop and talk to other weary travelers. One adven¬ 
turer even has a map that he's 
willing to share with you. To 
activate the map, pause the 
game by pressing the Start 
Button and then press die 
Z Button. 


Goemon can 
awing his pipe 
or throw money 
to defeat the 
Kai Highway 
monsters. 


*A 4 s COM 


OEDO TOWN 


TO 

KAI HIGHWAY 


woert/ st t>e 


THE 

CHAIN PIPE 




A rolling atone 
gathers no 
moss, but it 
might gether 
yoa ap and roll 
yoa off the 
mountain. 
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MOWfy fCy 9 J 
DUMPLING 

{PAZkUNZ DUMPLING 
CUVFE PO CTl/NF DOU 

*oid pouruue doll 

1-UP 

euvec key 
gold ke y 
diamond key 


t MAP (My. Piif pAHt) 


4UAZD1AN LOCATOR 
(My Ayysutl 
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Mokubei is e meater 
craftsmen. If you 
make it to his home on 
top of Mt.Feji, he'll 
give you the Cham 
Pipe yoa aeed to get 
into Oedo castle. 




GOEMON TO THE RESCUE—REALLY! 

Armed with the Chain Pipe and plenty of courage, 
Goemon and Ebisumaru are ready to storm the castle— 
well, almost All good rescuers should stock up on sup¬ 
plies and save their progress before going into battle. 
Items like armor, extra food, and 
some!hing to protect your noggin are 
vital for success. Buy a hat and Metal 
Armor at Oedo's General Store, then Vifc 

get a Plum Rice Ball. If these items flj MjjEjSff 
seem a little pricey, break open the - ? 

pots in the first room inside Oedo 
Castle. You can keep going in and i ~ tt* * wv 
out of the room until you have die | ^ 

cash and supplies you'll need to j : * ' 

complete your rescue mission. | 


Once you heve the Chain Pipe, 
yoa can use it to croee Oedo 
Castle's broken budge. 


NINTENDC 








o oe\>o cteue kt hook 


? m > pioon 


Ptoce 


D*tw my about 
I attinn squished 
—ride on tap A 
the stamping 
platforms t« f i ad 
a sHver key 


H Thte little tie* 

$ ih nit character 
never targets a 
flo r plan. Find 
& -him and you'll 
have the map. 


MAZE, MAPS AND MR. ARROW 

Oedo Castlc isn't a confusing maze, but then* aw two item* 
you should always look for when you explore castles. The 
first item is the map—it looks like a miniature elephant and 
it draws every room you've explored in the maze. The sec¬ 
ond item you need to find is the guardian locator, which is 
also called Mr. Arrow. This little guy will point out where the 
biggest and baddest monster in ths maze is located* Once 
you locate and defeat the guardian in any maze, It will auto¬ 
matically be completed. 


Flying floor 
tiles ala Link to 
the Pest! If you 
destroy the 
tiles, yoe II get 
e silver key; 


You'll n»td to 
explore the three 
other rooms 
before referring 
to unloch this sil¬ 
ver lock. 


You'll find e 
gold key it this 
crowded room 
it yoe deer out 
ell ot the mon¬ 
sters first. 


hend blochs this 
pessege until yoe 
iteteet Congo. 
Retem here efter 
the bettle. 




TO 2ND FLOOR 


FROM 1&1 FLOOR 


CONGO 


START 


TO 3RD FLOOR 


I ROM 2ND FLOOR 


THE SUPER PASS AND SHINANO IGA 

After you topple Congo, the King of Oedo will reward you 
with his Super Pass. The pass unlocks the gate leading to 
Musashi, the coastline outside the walls of Oedo Town. 
Return to the town and load up on supplies before you 
show your pass to the guards at Oedo's gates. If you stop 
in at your house, you'll notice that the King will be living 
here. At least he'll promise to wash all the dishes while 
you're gone. Explore Musashi and get the Silver Fortune 
Doll before you enter the tunnel leading to Shinano Iga. 


The King ot Oedo wil be so 
happy tint hell give yoe his 
Super Pess. Then yoe’ll be 
ebfeto leave town. 


You don't have touse the Seper 
Pess es et item—the guerds 
will see it when you walk up to 
them. 
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Vbii won't ba ibicto 
travel down thj 
road to Tohoku until 
you have S isuke in 
your party 


iUJUf 


Kashiwashi is the first robot opponent you'll encounter in the game. The key to defeating this 
oversized mechanized monster is knowing how to use Goemon Impact's weapon control sys¬ 
tem. Use the Chain Pipe to drag Kashiwashi into pummeling range, then knock him down 
find riddle- him wiih hulk-in. Vary your attacks so he can't predict your next move. 


The first part of the battle is a 
side-scrolling charge Conserve 
valuable energy by jumping over 
the ditches and bridges surround 
mg the towns and forests 


If you can stun Kashiwashi and 
Goemon Impact has full laser power, 
you can use the Mouth Laser Beam 
to inflict heavy damage. 


MYSTICAL NINJA STARRING GOEMON 


TOWN GOSSIP AND BEACH COMBING 

With the King of Oedo taking up residence in your house, 
you won't have any choice but to get on with your adven¬ 
ture. Most of the Oedo townsfolk are now gossiping about 
new topics. Scour the village for clues about the invaders, 
ryv|i v lj r t * ien ma ^ e V our way 

I mBm 1 ’ • ^ through the Shinago Iga 

tunnel. You won't be able to 
fit— ft * explore the road to Tohoku 
i 41 ® until later in the game. 


SHINANO 

IGA 


TO TOHOk.il 


The road to Tohoku might ba 
closed nght now, but yoa can still 
reach this Silver Fortune DolL 


the Trjntuft 

— . th*l 

4 %«BUe ititMki *l**>*o*-H 


SHINANO IGA 

The first portion of Shinano Iga is a 
climb up a steep mountain. If you take 
your time and carefully gauge your 
jumps, you won't have a problem arriv¬ 
ing at the top of the bluff just in time 
to see the Wise Man's house being 
obliterated. All that remains will be 
the Triton Shell. Use it to call Goemon 

Impact. 


TO ZAZEN TOWN 


Nothing will ba latt ot the Wise 
Man's hoass except this Tnton 
Shell Use it to call Goemon Impact 


Don't worry about 
climbing into 
Goamon Impact-* 
he'll automatical¬ 
ly beam you 


VOLUME 105 © 
























V*i»xt iKHjfc* Ufce tMtr 

—-» Objectives *re the sue. 

IIS 


THE ZAZEN TOWN OF YAMASHIRO 

Goemon and Ebkumaru will meet up with Secret Ninja Agent 
Yae on the outskirts of Zazen. After watching the duo blast the 

bad guys with Goemon Impact, Yae will suggest 
^ that she join the 

m * party. As they 

w explore the town, 

the trio should stock up on 
supplies. While talking to the 
townsfolk, you II learn 
that all the children who 
have dancing skills have 
been kidnapped. What's going 
on? The answer lies behind a 
stubborn warrior named Benkei. 


Yae is hot on tke trail of tke 
aliens. You'll cetck up to kar in 
Zazee Towo 


to 

KUKASH1KI 


THE GOLDEN TEMPLE 


MT. NYOrGATAjCE 


TO 

YAMATO 


TO 

SHIN AMO 
IGA. 


Your party expands by 
one when you talk to 
Yee just outeide Zazen 
Town Yae's bazooka is 
o powerful long-range 
weapon. 


“ Tke Golden Temple kolds tke 
eecret to Skrinkmg Magic. 
Ebisumeru will learn tke spell 
later in tke game 


A egocentric and 


boastful knight, 

L Ushiwaka knowe 
* kow to get past 
Bankei You'll 
find Ushiwaka 
fiskingnear 
: Duck Creek. 


*-*0 ani ^ f 

Bankei, a powerful 
warrior, blocks tke 
bridge to Yameto. If 
you kelp Uskiwaka, 
he'll tell you how to 
get past Bankei on 
tke bridge. 


A lonely men 
stands on top of 
Mt Nyoigateke. 
You can talk to 
kim wkea Sesuke 
learns to fly. 


Lika the road to 
lohoku, this gate 
wofrt open until after 
you've moved on to 
other towns. Return 
to it later. 




0 ZAZfN TOWN 



AMATO 


ZAZEN'S BRIDGE TO YAMATO 


VAMATO CtfefNE 




TO ZAZEN TOWN 


TO ME 
SECRET 
CAVE 


THE TURTLE STONE 


TO Mi 4WAH ISLAND 


TtfE TC/ET If ST ONE 


After Bankei is defeat¬ 
ed, Goemon will be 
able to come and go as 
ke pleases. 


Magical thinga 
begin to kappan 
wkan you pusk 
the Turtle Stone 
to any of tke 
four pointe on 
tka compass. 


With Benkei out of 
your way, Goemon 
and the gang will be 
free to explore the 
land of Yamato. 
There's a towering 
shrine in the middle 
of Yamato, but there 
doesn't seem to be a 
way to break the magical seal on 
the door. This wonderful land is hill 
of magic—there's even a magical 
rock called the Turtle Stone in the 
nearby Bamboo Forest. It's 
rumored that if you push the stone 
around to each one of the points on 
the compass, strange things will 
The Turtle Stone could be 
Goe mon's 
magical key 
to the Yamato 
Shrine. 



This door is locked. 
The only way into 
Yameto Shrme 
is througk tke 
magical gate at 
the Turtle Stone. 




To activate the magi¬ 
cal gate leading to 
Yameto Skrine, pusk 
the Turtle Stone all tke 
way to tke nortk. 


► 
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IP &. Wife B OCkS 


TOKII 

AWAJI 

ISLANE 


FROM Kll 
AWA|I 
ISLAND 
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KII-AWAJI ISLAND 

Unlike the tranquil area around Yamato, mon¬ 
sters lurk everywhere on Kii-Awaji Island. If 
you're on your way to fight the mind-control 
robot above the Awaji Island Tourist Center, 
you'll need to keep your strength maxed out. If 
you take damage during the journey, stop off at 
Kii's Coffee Shop and buy some food. You'll also 
find a 1-up behind the store—you'll need.aH the 
life you can gather for the upcoming battle. 


Push the Turtle Stone south to 
warp to the boot moored aeer 
Husband & Wife Rocks. 



KfMW/»7f ttlANP 


Maintaining your balance is the toughest part of 
the battle against the mind-control robot on top 
of the dragon. You can damage the robot only 
when it stops spinning. Retreat from the robot 
while it is spinning, but remain near the dragon's 

- —-pointed spine so 

you won't fall. 

^ 

-jur You can't damage the 
mind-control robot when 
its spinning, so keep your 
balance and distance 

Jy until It slows down and 

• ’ finally stoos 


poLk'/poke vLUAce 


AWAJI ISLAND 
TOURIST 
CENTER 


TO VAMATO 


Walk beneath this The guide et the 
red gate at the top Aweji Island 
of Husband Rock Tourist Center is 
to teleport beck informative, but he 

to Kii-Aweji Island, cen't help yoe uetil 

you help him. 


If the dragon coop 
erated, you could 
fly from the Awaji 
Island Tourist 
Center to the 
Shikoku District 


TO HUSBAND 
AND WIFE 
ROCKS 


KITS COFFEE 
SHOP/ 


THE BATTLE ON THE DRAGON'S SPINE 

Normally, the dragon would take you wher- SHIH 
ever you wanted to go in Japan, but the aliens Vffi* 
have implanted a mind-control robot in the r 
back of his head. It's up to you to defeat the 
robot and free the dragon. If you have not 
saved your game since the Turtle Stone, it's 
probably a good idea to return to Za/en Town 
to repair your armor and save your progress. 

The mind-control robot doesn't have super- ** 

tough armor, but it's very difficult to 
maintain your balance while the 
dragon is twisting and turning high 
in the sky. After you free the dragon, ^ 

he'll give a flute to Yae. Yae can use ^ 

the flute to call the dragon—he'll j jy ’ 
automatically transport your party ***- 

to anywhere you've been in Japan. 


The dregon 
racks end 
sweys es it 
flies through 
the sky—keep 
your belence 
by ruining up 
bis spine. 


rO KtTMNRA 
MOUNTAIN 


You need to be , - ■■■■ 1 

reelly smell to I to tosa 
reach this Silver 
Fortune Doll 
beneath the 


Return here 


leerns how 
to shrink. 
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TOSA 


O \90 ?A£7 t 


tirketh rmliva* of Zazwi, iH*be fcrtttaJv 
of Folkypokc aw? uprf bouMb^T *kt 
'rig childr^ WJtti kind gfettvisted^i rid 
would kidn Kpdtffne lock wha^iitd 
Save your <£dite in to 

# top of Kompira Mountain and m wL 

♦ fivc-Rya donation at the Korppk* 
Shrin . You'll be given the Medai of 
‘lames for your generosity. 


TO THE VINE 
BRIDGE 


FROM 

TOSA 


cfJJI The bridge sign 
says to "walk 
f'g* quietly," but 
what yoa really 
|k} ncadtodeis 

walk very slowly 


THE SECRET OF DOGO 
HOT SPRINGS 

Armed with the Medal of Flarees, 
Goemon and the gang will venture 
across the rickety Vine Bridge and all 
tho way to the Dogo Hot Springs to 
find out that the place is dosed. What's 
up with that? If you talk to the folks 
gathered inside the lyo Coffee Shop,, 
one of them will mention that there's a 
tiny hole in the side of the building 
housing the springs. If only you were 
small. A woman in the shop says that 
she saw a dwarf at the springs—a 
grumpy guy from Zazen Town. Wart! 
That sounds like Ushiwaka! Call the 
dragon and fly back to Zazen. 


lYCyS COFFEE 
SHOP 


The folks inside 
lyo s Coffee Shop 
know about a 
tiny secret 
entrance to Dogo 
Hot Springs. 


TO 

tYO PART 2 


FROM VINE BRIDGE 


A customer in lyo 
Cof toe Shop 

* describes a dwarf 
<jj who resembles 

Ushiwaka from 

* back ieZazen 
- Town. 


You must complete a test to eere 
the Shrink Spell, find eight sweats 
within the 100-second time limit 


Upon returtmg to Zazan Town, find Ushiwaka. He'll tell 
you to visit Zezenfe Go Idee Temple and eat eight sweets in 
a row—that's no problem for hungry Ebisumaru. 


© 
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Ehisumara can 
gat Coercion and 
fits gang through 
this tiny gap 
after ha learns 
die Shrink SpalL 


HOT WATER AND 1 

TERRIBLE TOYS 

After completing Ushiwaka's sweet test 
m Zazen, Goemun and die gang should 
return to Dogo Hot Springs. With his 
new Shrink Spell, Ebisumnru will have no 
problem getting everyone through the 
tiny mouse hole leading to the springs. If 
you need to replenish your life, press the 
Z Button while sitting in the 
^ hot water. After everyone is 

t rested, use the Shrink Spell 
k? again to continue up the path 
to the dark and mysterious 
k Ghost Toys Castle. Save your 
eame before you w inside. 


DOGt 

SPgl 


Indalga yourself 
in Dogo Hot 
Springs* haaling 
watars by prasa- 
ing tha Z Button. 


FROM 
IYO PART l 


TO THE GHOS1 
TOYS CASTLE 


Usa Goamcna 
Chain Pipe to 
pall yoarsalf 
across tha 
holas in tha 
road laading up 
ta tha Ghost 
Toys Castla. 


lO iND FLOOR 


INSIDE THE GHOST TOYS CASTLE - 

The Ghost Toys Castle is a dark (dace. Use Coercion's Medal of Flames to 
light the magical torches that control the doors inside the haunted keep. 
Find the power switch to turn on the Crane Game, then play until you win 
the Wind-up Camera. Ebisumaru can use the camera to find a way through 
the dark. 


from isi 
FLOOR 


SIAM 


TO D ARMAN VO 


You‘11 have to go 
dawn into tha 
basamant to 
roach the power 
switch tor tha 
Crana Gama. 


Ti j Don't gropa in 
I thadarh—usa 

Ehisumarus 
camara to reveal 
tha path along 
this tnchy floor 
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fyO PAST z 


tii> TtfF tMOC T TOV< CA4HE K T FLOOK 




PLODS 


then dodge his bombs * Ml. 

and hit him when you Dodge Dharmanyo^bombs 
. . and use Ebisumarus wind- 

have a n open mg. UD ra mer n to ex nose his 


• With Dharmanyo destroyed, the mysterious ali^n leader, 
Spring Breeze Dancing will step forward to confront 
Gcimon and his friends. Until now, the brtve bind of warriors 
has b^en only a small disruption in D mcing's mister plan, but 
the leader leav th^m with . stem w irning: If Goemon md his 
band continue to interfere, D incing promises to Q^^troy them. 












The secret's out! We're roiling 
out aii 21 of DKR's codes so 
that aii you vnonVeys can 
tinker with the game. 


TRICK OUT 

YOUR mi 

Once you defeat Wizpig, the credits will roll, 
and the sequence will reveal a magic code 
that'll soup up your ride in Tracks mode 
However, to discover all 21 of DKR's codes, 
you'll have to beat Wizpig at least 21 times 
(probably more since the credits display the 
codes randomly) Or, you can simply input the 
codes we're listing here (All codes in red will 
work in both Adventure and Tracks mode, 
codes in black work only in Tracks mode) 


CODE 

EFFECT 

ARNOLD 

Big characters 

BLABBERMOUTH 

Harn cheat 

BODYARMOR 

All balloons are yellow and purple 

BOGUSBANANAS 

Bananas reduce speed 

BOMBSAWAY 

All balloons are red 

BYEBYEBALLOONS 

Na balloons in game 

DOUBLEVISION 

Select same player 

FREEFORALL 

Maximum power-up 

FREEFRUIT 

Start with 10 bananas 

JOINTVENTURE 

Twa-player adventure 

JUKEBOX 

Music menu 

NOYELLOWSTUFF 

Na bananas in game 

OFFROAD 

Four-wheel drive 

OPPOSITESATTRACT 

All balloans are rainbow 

ROCKETFUEL 

All bal loans are blue 

TEENYWEENIES 

Small characters 

TIMETOLOSE 

Ultimate Al 

TOXICOFFENDER 

All balloons are green 

VITAMINB 

No limit to bananas 

WHODIDTHIS 

Display credits 

ZAPTHEZIPPERS 

Turn aff zippers 
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BtABBtRMOVTH 


MW 

cito 

UST 

1SIUM 


If your fellow racers think that DKR's weaponry is the 

key to winning, burst their 
bubble by removing all 
balloons from the track 


Fvery Diddy Kong Racing character races and 

i 

handles differently, so no multiplayer competi¬ 
tion is completely fair However, with "DOUBLE- 
VISION" you and your friends can select the same 
driver for a truly even matchup 


Too bad this code doesn't work in Adventure mode or 
battle arenas, because "BOMBSAWAY" turns every 
balloon into a Red Missile Balloon. 


"ARNOLD" refers to Schwarzenegger and not that lit¬ 
tle guy from Diff'rent Strokes, so when you use this 
code word, you'll pump up your driver to a beefier 
size. With your wide load, snagging those Silver 
Coins will be sizably easier 


Normally, the more bananas you collect, the faster 
you'll be able to drive This code throws a wrench in 
the works by causing bananas to reduce your speed 
And it's not always easy to swerve out of the way of 
some bananas * 1 


What's more annoying than the sound of a horn 
honking? How about a horn that yips or 
yelps "Whoo-hoo"? This code will 
replace your horn's toot with your 
driver's voice. 


BODYARMOB 


To make all balloons Shield Balloons, enter 
"BODY-ARMOR " The code won't work in the bat¬ 
tle arenas or in Adventure mode, so the only good 
your shields will do is protect you from rolling 
snowballs or UFO laser fire 



































EREEEORAU. 


If you can't wait to collect three like-colored bal¬ 
loons for the maximum power-up, activate 
TREEFORALL," The code is especially helpful in the 
arenas, since one balloon will give you a bubble, 
missile pack, purple boost, or green magnet 


FREEERV1T 


With "FREEFRUIT," you can start out with a higher top 
speed, thanks to the 10 bananas that the code gives 
you Or, handicap your race by activating this code 
along with the sluggish "BOCUSBANANAS" code 


JOINT VENTURE 


This code lets two players play cooper¬ 
atively in Adventure mode Only one needs 
to win each race, so the other driver can 
lag behind to shoot down racers who 
close in on his or her buddy's tail 


Y Forget about keeping both hands on the wheel 
and snap your fingers to DKR's 65 tunes by entering 
the "JUKFBGX" code and then accessing the Audio 
Options screen. 


j&M* MW M 


NCYEUjOWSTVFF 


Yes, we have no bananas! You'll have to rely 
on zippers and Blue Balloons if you use this 
code, since it will remove all bananas from 
the tracks 


Off ROAD 


ft If you have trouble staying on the road, then 
JPthis is the code for you "OFFROAD" enables 
you to drive on grassy and sandy areas without 
losing speed. 


OFPOSfTESATTRACT 


"OPPOSITESA7TRACT" is the perfect code for racers 
who are constantly playing catch-up By entering the 
magic code, all balloons in Tracks mode (with the 
exception of the battle arenas) will become Rainbow 
Magnet Balloons 




OOyWVMT 























mcketwel 


I Blaze through the courses faster than ever by 
' changing every balloon into a Blue Boost Balloon. 
For even more speed, use this code along with 
FREEFORALL" and "FREEFRUIT" 


TEENYWEEN1ES 


The opposite of the "ARNOLD" code is the "TEENY- 
WEENIES" code, which shrinks your character into 
a dinky driver, giving you a little more room to 
\ maneuver on the tracks 


TTMETCLOSE 


To smarten up the CPU drivers, enter "TIME- 
TOLOSE." The code will increase the CPU drivers' 
artificial intelligence, making them better racers who 
can stay neck-and-neck with the leader of the pack 


TOXICOFFENDER 


If you spend most of your time in the lead dodging 
missiles, you'll find relief in this code, which turns all 
balloons green. With only Dropper Balloons avail¬ 
able, you can keep the lead by leaving behind oil 
slicks, mines and bubbles. 


ab¬ 


originally, DKR had a 22nd code, High-speed 
Racing, but the Unlimited Bananas code had the 
same effect. With "V1TAMINB," racers will contin¬ 
ue to increase their top speed with every banana 
they collect beyond the usual 10-banana limit. 


WHODtDTWS 


/ To view the credits without 
y having to defeat Wizpig, type 
r in "WHODIDTHIS." The 
sequence, however, won't reveal 
a new cheat. 


ZAFTFIEZIFEEKS 


Activating "ZAPTHEZIPPERS" will remove all zip¬ 
pers from the courses in Tracks mode. For a race that 
tests your driving skills rather than your ability to use 
power-ups and boosts, combine this code with "BYE- 
BYEBALLOONS" and "NOYELLOWSTUFF." 








































































"Ryuji is combo oriented, flimepf a Stroet Fight*r kind of character," says Jamie. "This is a 
balanced fighter, but hie kicks are e big strength. The eppetcut is like e dragon punch and 
yoe con build up the puech by repeatedly hitting the 6 Betton Once your opponent is dizzy 
from the uppercut*, yeu can use tip special to ecora tour poiets." 


©AAB 


Rock Crusher 


Shinra-Bansho-Ze* 


GAINED SKILL 


BUTTON COMBO TYPE OF MOVE 


It isn’t easy 
getting a 

master’s ©1997 Imagine. 

degree in 

Fighters Destiny, but it’s 
worth the effort since 
you’ll earn 11 new moves. 
So plug in a fresh 
Controller Pak and 
take notes from 
rofessor Fike. 


EARIYI A 
MASTER'S 

IN 

HTOt UGY 

_ 

Mime fike, lead tester at Ocean of America, tuuprob- 
My ployed more Fighters Destiny than anyone alin. 
J, l would like everyone to think of me as the Fighters 
Destiny god," Jamie joked gut this fighter, In spite of 
comic elements like the cow and dummy characters, is 
serious business to fighting fans. Jamie feels that the point 
system gives FD greater replay value than more standard 
death match gomes. "There are so many ways to get seven 
points." he explained. "And sp much skill and strategy is 
a • involved. Every match is different because it isn't just three 
strikes and you're dead.? 4 

Who better than Jamie to turn to when you want to beat the 
Master Challenge and earn all the moves m Fighters Destiny? For 
your course of study, we're including Jamie's assessment of each 
fighter and a list of the moves you can earrf, including the moves for 
the four special characters. Study well, Grasshopper, and 
perhaps someday you will be the master. 


T riple High Kick _ 
Combo High- Low 
Con, 3 Kick 
Con. 3 Fist 
Su rface Mach Punch 
Surface Mach Punch 2 
Back Mach Punch 


££BBB 

©BBA 

©ABB 

BB©B 


©©ABB 
>AABBB 


Knock Down 
Knock Down 
Counter Float 
Counter Float 


Counter 

Float 


Float 

Reel 

Special 


The highlighted skillt arc gnud through completing the VS Comhat circuit 
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GAINED SKILL 


BUTTON COMBO 


TYPE OF MOVE 


‘Abdul specializes in low Inching moves that ere herd to Mock He often turns away from 
his opponent, then does a spin kick low down " Jamia emphasized that ase of low hichs and 
pencil combos are the way to wear down opponents whan yoacontrol Abdel. ‘Ha eses 
some misdirection, but ties not naariy as tricky as aoma other characters and he can be a 
standard fighter." 


Hell Thrust 


Hell Jab 2 
S Ra id Snake 


nter Power U 


Rabbit Hell 


Counter 


®@BAA 
®®BABft 
®B®B 
%®'®BBA 
<3BAB®A 


Dallah Bow 


Dallah Cheer 


Knock Down 


Poison Hand 
Pata-Pata Attack 
Bata-Bata Attack 
Hell Hyakuretsu-Ken 


Reel 

Knock Down 


Knock Down 
Special 


According to Master Fika, Pierre the clown is one of the hardest fighters to use. 
"Misdirection is his mein shill He has lets of tumbling moves and great throw moves." To 
defend against Pierre. Jamie recommends reversing his throws. "He uses lots of throw 
moves. so when yoe see the throw gaege, push away and ase your own character's throw 
move to do the revarsa." 


Infim r > S in 


®AA 

BBB0B 

g’AA 

®®BBA 


Double Sr in Low 2 


Attack PoW' 


Combo Elbow 


Combo Crouch Kick 
Air Low Kick 
Quick Middle 
Crab Kick 
Unbelievabl- 
Satellite Ki-> 

Delay a* Hite 
Back Heel Ta 3 
Bamb -co ter 
Very Mysterious Dance <©©®B 


Counter Flo* 

Trick Skill 


Special 


While unit it iwhind you. 
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DESTINY 


Clearly, Jamie ise t a huge Leoe tea. 'Who?" he joked. You mean that little guy?" 
Leo* turns out to be aeother standard fighter with good quiehnese and lots of 
couater moves. Check out the counters that you can earn from the Master 
fittallenu for Leon, loon is nlsc a spinner. He spins into puiches end hicks, like the 

Boek Ku uckle Tornado 


2 Low Counter High 
jolt Knuckle Blow 
Sun Knuckle 
Outside Spike 
Combo Sinker Arm 
D ouble Spin Kick 
Rainbow Riser 


Counter 


Counter 

Counter-Float 


Knock Down 
Counter Float 
Counter 


Rainbow Riser 2 


R ainbow Riser 3 


nbow 


Knock Down 


Rainbow Rise r 5 
Baqk Knuckle Welt 
Back Knuckle Rise 


ounter-Float 


lackal Spin Combo 3 ®B©BB 


He * big but faster then Bob. His mein attribute is power and he uses upper body attacks” 
According to Jamie, if Bob eonnecte on a eombo of three big puiches, it will make virtually 
anyone get dizzy. "Hi's all offense end hie kicks aren't greet, but the grepple move is very 
atroig. He also hoe this eool special when ba spins fighters around by their lags." 


Knock Down 


Counter Power Up 


Power Toe 


Knock Down 


®AAAA 


Knock Down 


Low Drop Kick 


Quick Quarter 
Ali Savate 


Reverse Drop Kic k 
Throw Reserve 


Throw 


Reserve Breaker 


Reserve Atomic 


Throw 


®@AB©@©<S>® Special Throw 


Reserve Giant 


Final Bomber 


Counter 


GAINED SKILL 


BUTTON COMBO TYPE OF MOVE 


GAINED SKILL BUTTON COMBO TYPE OF MOVE 


* While opponent is behind you. 
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Crane” Power U 


Cross Elbow © 

Shisen Yakuman B 

Irh Gate Thunder Kick ® 


C ounter-Rcfot 


"ff you like to perform aerials. then Valerie is yoer tighter. It's her specialty end she cen jiggle 
opponents in the eir with chain combos end air chain combee.” Later, when we asked Jamie 
eboat Ushi the cow, ha said that keeping Ushi in the air is one of the beet strategies For that 
reason. Valerie shoeld be yoar prime choice for cow juggling champ. 


ec 


a 


Guin- aku 

Gui-Ten-Kakusho @®ABBBB 

Gui-Shok' aku-Sh sM ®@AAAAA 

Kin-Kaku ®AB d 

Middle Kin-Ten-Kak <ho ©ABBBB® 
Kin-Ten-Kakusho ©ABBBBB* 

Kin-Shokaku-Sho • ' ©ABAAAa 

Butterfl Attack ®B 

Butterfl Clean ®BA 

Slidin 2 S>®§A 

Dra on fum -VAAB 


Mailing s speed makes her one of the best ell-droend firinters, but yoe've got to practice to 
get good with her* Jamie pouts oat that meekness is Meilhtg's main attribute, but her hits 
don't do as mech damage as the other fighttv*. Sltsbae tons of combos, both high end low. 
and that keepsiippte gueesmg. "Her specmle era very cool, but yoe have to earn them.** 


* Wfii 1 ' apjun"«t is MM ysu, 


S 


Coir ter-Float 


Knock Down 


Attack Pow^r Uo 


TYPE OF MOVE 


TYPE OF MOVE 


Double Palm Attack 

®BBB®B 

Ch utotsu-Teng-Chi 

®@B©BA 

Palm Hit Cancel 

BBR 

San da-So-Teng-Kyaku 


Dance 

ABBBA 

Lon- Dodge *wTAtt ck 

@AB 

Eagle Killer 

©®b 

Double Upper 

®B®B 

Elbow Tw^t*fhru$t 

B* 

Reshin Kikow-Sen 

®©B 

Heave lEarth Br ik» r 



C nee ill 
Co unter 
Knock Down 
BodV Attack 


Special 

Counter 


GAINED SKILL 


BUTTON COMBO 
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FIGHTER’S DESTINY 



GAINED SKILL BUTTON COMBO TYPE OF MOVE 


GAINED SKILL 


BUTTON COMBO 


TYPE OF MOVE 


Bob is pretty thick, says Master Fike. "He charges like a football player, end his high 
attack combos are devastating.” Jamie noted that the slow delivery speed can be used 
against Bob. "He telegraphs his moves so they can he bloched or countered easily" 
Evan so fang life meter makes it difficult to get fear point specials against him. 


Knock Down 


Step Hammer ®B®B®®B®B®B Knock Down 

Combo Heel B omb BB@B Ree l 

Double Ho rizo n Cho p @>©B@ B Knock Down 

Pry Bull Head ®B@BB 

Combo Middle Stub AA@B^ 

®ABB® B 
®ABB®B 
©@BBB 

©®®b 


Knock Down 


K»ock Down 


Forna 


"Ha's the trickster. Ha u**s mind attacks. Ha disappears and reappears, uses lots of jeggles, 
and he has great supers, He* my favorite fighter m thagame," Jamie announced, "because 
he's sneahy. You can lead aomoone on, then disappear and reappear behind them end attack 
from behind." And the Ninja has cool jugglea, as well 


®BAB _ 

_ 

®®©B®@B®B@A 

®®®B®®@> 


Avalanche Knee 
Cho-Chu-Geki 
Phantom Wood 


Phantom Wood 2 


Moonlike Feet 
Mau-So-Kyaku 
Evil Spread 
Amagake M 
Dust _ 

True Hidden Feet 
Armo u r Crack 
Chido'-Uchl 


Float _ 

Counter 
Knock Down 
Counter 


@®B 

AB® B 

®®B®©B 


Counter-Float 

Counter 


Whilo epponant is behind you. 
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CHARACTERS 


stered 


GAINED SKILL 


Hi* ’' Low Sfrte K <ck 
Joint r -ky Cannon 

Rising Dra on 
Mau-So-Kwaku 2 
6 Back Fist 

6 B ack F ist 2 ^ 

Plain Step Kick 
Plain Step Low 
Rainbow Sommersault 
Rainbow Sommersault 
Sommersault Slider 
Elbow Upper 


BUTTON COMBO 


®BA 

@®BBB 

®®@®B 

®BBBB®B 
®BBBB®BF 
®ABB, 
@ABA 
1 ®B©B 


TYPE OF MOVE 


er-Float 
ck Down 





Counter-Float 

B 

Counter 


Counter-Float 

Float 


the regular characters in the VS. Com tournament you still 
to keep you busy. The greatest rewards come when you earn 
one of the four bonus characters. It isn't easy getting any of them, so 
if you do, you'll truly be a master. 


MASTER 


"He’s got a ton of movea taken from just about oil the characters, from low to mid to 
high attacks." Ha has mastered virtually every type of move in the game, and he has 
more moves available to him than any other character. "Lota af combos, some jug¬ 
gles, some power, kick comboa that start high go low, then go high so ttmy'ro hard 
to judge. Ha* awesome" . . 


Master 3 High Kick 


Master 2 High Middle 
Master 2 High Low 


Master Back Fist 


Rising Attack 


Master Mach Punch 


Master Mach Punch 2 
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BBB 


®BB@B 
>BBA 


OIO 


Master BumDing Punch 

®©B 



Get a Fall 

©@B 


9 

Master Guts Fist 

®B 



Fall Asleep 

®BL 




®®<3>BBBB 


-Master Trick Attack 
Maste r M ach Kick 
Mas ter 3 Low Kick 
Up 3rd Gr ad e High 
Master^S lidding 
Master Low K ick 
M aster Spiral Kick 
Master Leg Kick 
Tomoe Throw 
Mach Shoulder Throw 


Mach Suplex 


Boro is anothar fav of the mastar. "She’s the combo queon/ aays Jamie. "She's a power- 
hoase. She has moves where she somersaults end jumps ia the air to attack. Sha has speed, 
power and great juggling ability." All this strength is almost over-po wer ing. but ift balanced 
by the fact that you have to earn tho right to ueu Bora by • • the tournament 




FIGHTER’S DESTINY 


I’m not worthy/ Jamia laughad whan it came time to discuss the Joker "He’s the 
toughest character to get in th& gama You have to beat 100 characters to get him/ But 
if you do, the Joker has tha longest chain of combos of any fighter and the most misdi- 
ction and counter "T ha ^arfact balance of offense and defense If you gat him, you 

dtMfVtffllcto*' 


One Two Low HBftH 
One Two Hi h Lc% 
One Two HLh ’i'ddjt 
One Two Hi h "fiddle 
Combo Somma Alt 
Middle Hi h 

Piece Kick _ 

Force Rkht 

Head Bat_ 

Head U er 

Tri le Counter Hook 

Double olt Low 

Elbow Ri*ht 

Sommersault 


BBAB* 


'ole 

Divin 

Crash Slide 


Choke Sleeper 


©AB* 

*©©© 

©®©B 


Giant Swtn 


Plasma Black Heel 


loker Arrow 


loker Buster 


fire Mill 
L*arsteiner 
Volcano Cross Bust 
Blue Star Whip 


Sole Savate 


©AB* 


* Whila opponeat is behind you 


Jamie explained tha best 
strategy to usa against the cow. 
"She's totally offensive, so don’t run 
and atay away from the edges. Chain 
your combos as long as you can. 
Juggle Eat tha dock. You have a 
minute to kill/ 


'He’s very slow and has tha 
least mov&s of any charactar. 
He's a real challanga to usa. He’s 
big on grabs aad grapples. You'd 
have to be a master to win with 
this dummy/ 


lab Shoulder B©B 

Combo Down Shoulder BBB©B 

Iron Mountain Tackle _ @>©B 

Back Beef Kick BBBB* 


Practic e Right Punch 
Practice Left Punch 


Acrobat Kick 


Wh ile Ready ©B 
Wtyile Ready ©B 
While Ready ©A 


Puzzling Punch 
Pile Horn 


Robert Kick 


©AAA 


Beef Ali 


Dodge and Attack 


AB (Close) 
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Practice Right Kick 


Practice Left Kick 


Practice Down Punch 


Piston Upper 

ISM 

Slow Side Hold Throw 


Fast Side Hold Throw 

©AB 

Loose -NedftHanglng 

©AB 

Tight Neck Hanging 

©AB 


















The highways of the world will never be the same once 


Nintendo’s Cruis’n World hits the pavement later this year. 
The developers at Eurocom won’t settle for simply cloning 
Midway’s hit arcade game. They’re driven to deliver an all new 
experience, including a circuit mode and four-player action. 


IT’S THE BEST CRUIS’N 
IN THE WORLD 



Wi/ 


ruis'n U.S.A. delivered speed, 
metal-bending crashes and 
scenery dear to the heart of 
every American driver, but times 
change and ambitions grow. In Cruis'n 
World, four-wheeled adventurers will taste 
the most exotic stretches of pavement (and 
dirt) that Planet Earth can offer. At 



Eurocom, that vision includes revving up 
the N64's Reality Coprocessor into the red 
zone. Part of the challenge is keeping the 
action fast and smooth 
with two, three and 
four windows open in 
mul ti-pl ayer mode. 

Our preview copy of 
Cruis'n World already 
performs like a cham¬ 
pion, running at a 
rock-steady 30 frames 
per second...and the 
developers have an¬ 
other three months to tweak Cruis'n to 
peak condition. The result is silky steering 
at all speeds that draws you into the game 


like no other racer to date. 

Graphics are only one part of the equa¬ 
tion. This 96-megabit Pak will feature the 

cruis'n tracks from 
the arcade Cruis'n 
World plus more 
than 11 circuit or 
lap tracks. Players 
will power up ten 
cars (not counting 
ail the hidden vehi¬ 
cles) and use new 
driving techniques to 
increase speed and 
smash the competition. There's even a 
Rumble Pak option so secret we can't 
reveal it yet. So, let's cruise. 
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AND 


Since the CPU can wdl b> {tinning tor 
power-ups, you'd better remain competi¬ 
tive. You'll aim be able to give your car cut- 
tom paint job* if you win, and you can n 
your powered-up and painted hot rod on « 
Controller Pak for easy transportation. 


' ru«'» World is really two games 

'BPS* ? ,n one f” says Ken Lobb, 
Nintendo's in-house producer for 
the game. "There's the cniis'n mode 
like you get in the arcade, and the champi¬ 
onship mode, which is an all new circuit of 
lap races," For instance, in England In 
cruis'n mode, you'll race through the 
hedgerows of the countryside, dodge 
through London traffic and wind up at the 
ancient Celtic site of Stonehenge. In the 
circuit mode, you'll loop through four laps 
created from the same English scenery but 
with different turns and straightaways. 
Since this is a Cruis'n game, you also have 
to worry about traffic. In cniis'n mode, the 
default is to have on-coming traffic while 
in the circuit mode the default is to have 
no on-coming traffic. 

As for the CPU competition, Cruis'n 
World's drivers are programmed with 


!URI\I RU 


hether you're at the *' •*« 
WntM- back of the pack, you'll have to 

•■UWv know more special driving techr 

^ . ■ 

niques than you did for Cniis'n 
USA if you want to compete. Double-tap- 
ping the accelerator forces the car into a 
wheelie with a burst of acceleration, just 
like in the arcade game, While In the 
wheelie, you can drive over cars in front of 
you or ramp over on-coming traffic. A dou¬ 
ble tap as you 
round a corner 
pushes your car up 
on two wheels. 

When you slap 
another car from a 
it ion like 


.ESTtAP 
0 *0 

LAMMS*. 

n0»i30«ff3 


■EG TUP 


raised 
a wheelie, the other 
vehicle loses speed 

dramatically. Talk * m 

about your road rage. But the most impor¬ 
tant move is the drift for rounding comets 
at high speed. The new Cruis'n World drift 
technique keeps your momentum high, 
and the difference between drift speed and 
non-drift speed increases as you power up 
your car. 


“I think Cruis’n 
World is going 
to beat San 
Francisco Rush 
on every front.* 1 

—Ken Lobb 


varying degrees of aggressiveness. If you're 
in first place, the drivers around you will 
be very aggressive, bumping, side-swiping 
and trying to wheelie over your car. But if 
you're at the back of the pack, no one real¬ 
ly cares about you, so you have a better 
chance to make up lost ground. 


0C5TUP 

wm. 


If you believe that winning isn't every¬ 
thing, you won't get very far in Cruis'n 
World. By winning races, you'll earn power- 
ups that increase your car's performance. 



BESTLAP 


QC«$3'?’ 


UPTIMES 


0 POCic V 

i 

00‘53<8i 
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CRUISE TH E WORLD FROM 
ROME TO THE OUTBACK 



Everywhere the detail is sharper than what 
you saw in the arcade game, because It's 
all mipmapped and anti-aliased in real 
time by the N64. 


MEXICO 


If (he Pharaohs had cars 
and roads like this, they 
would have done a lot more 
than mummify cats and build pyramids. 
The course through Egypt may be the 
shortest in the game, but it's full of surpris- 

e$, like the 
2T shifting dunes 

that cover the 
roadway and 

Cruis'n World is 
’** I the road radar 

shows 

V the curves of 
* " ""'"*1 the course, un- 

like the straight 
Jto position radar 
^ v\ of the arcade 
Flap game/ A glance 

at radar 

tPHPI shows you what 

to expect from 
^ the road ahead. 
In the circuit 
V, t mode, this is 
* '• a ' particularly 

important since the corners tan be far 
sharper than those in cruis'n mode. The 
real highlight of the Egyptian track is the 
Sphinx. Maybe it will tell you the secret of 
winning on this desert track. 


ly^) 1 The wildest thing we 

noticed when we hit the 
Mexico course was the spicy 
salsa tune suddenly having Spanish voices 
singing along. Our alpha version of the 
game had six songs, but more are on the 
way. According to Ken Lobb, the Nintendo 
producer of Cruis'n World, Eurocom has 
put together one of the best sound tools for 


AFP 1C A 


w 'idlife is the thing in 
"vSK/'' Africa, or will be in the 
final game. Our early pre¬ 
view copy had all the land forms, hills, 
jumps and even trees, but the majestic 
herds of wildebeests, elephants, giraffes 
and prowling lions weren't yet in evidence. 
The plan is to have animated critters that 
cross the road ahead of you or appear 
along the sides of the road. The dirt track 
across the savannah has other surprises in 
store, like a humongous jump. You'll take 
serious air, but you can control the amount 
df time you spend with the vultures by 
pushing forward on the Control Stick to 
keep the nose of your car down. .Air may 
be good for Michael Jordan, but it slows 
cars down a lot. You'll also have to deal 
with split tracks that force you to choose a 
left or right path. It is trul * r £ Jgjg 
wildest stret > i m m uto.i mdrf 


the t+' A he Mexico course also f mMf* 
a , like many of the tracks. 

to think •* at San Francisco Rush w#> the 
best Ken admitted, "but I *ink 

Cruis'n ^orld is going to beat it on **«Ty 
front" t ^rtamly the textures are ddi. 
Inside lf» Mayan temple, drivers w* see 
animated textures along the walls, *W Ber¬ 
ing like real torches as they approach 


CRUISI THE CARS 


The cod cars are a huge part of the Cruis'n 
mystique. You'll select from among ten cars and 
trucks initially, including the lineup shown here. 
The vehicles offer a variety of speed and handling 
characteristics to suit any driver, and they can all 
be powered-up. In addition to these speedsters, 
more hot wheels are hidden away for experts to 
uncover. And with the paint power-up option, 
you can make these beauties your own. 
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ITALY 

The longest course has 
fluted marble columns and 
thick trees along the shoulder 
that will damage your machine just as 
surely as a rhino on your grill. Ranked as 
an Expert level track/ Italy is a showcase 
for how Eurocom accomplished some spe¬ 
cial graphic techniques. One thing that is 
evident in these pictures is the sense of 
speed. The effect of speed visible even in 
our still grabs is accomplished by using 
three road surface textures that swap out 
at different speeds. At slow speeds, youll 
see the sharp edges of the center line sec¬ 
tions. At medium speeds, the lines begin to 
blur. By the time you reach maximum 
speed, the center line texture is a solid line. 


-*™?'' / 'ing you can' see m a still 
•hot is the •*’e-fn of dif** f 


LTniis'tK 

ise t 
\o way 
road, and no 
•olygons and main 


been ^*orious< for 
* straight 
hide what's down 
include all the 
igh frame rate, 
of pop-up by fad- 


•urocom eases the st 
** elements into vie 4 as you approach, 
Hmost as if things are appearing out of an 
invisible mist. 


AUSTRALIA 

The outback definitely has 
some of the toughest ter¬ 
rain on the planet, and in 
Cruis'n World, the Australian course pro- 

mate off-road «*** 
challenge. The 
landmark of 

chunk in the iSufchndHBM 
world, may not be familiar to everyone, 
but you won't have much time to admire 
the natural wonder as you jounce over ruts 
and pot holes. There's a lot to avoid, and to 


“Cruis’n World 
is really two 
games in one.” 

—Ken Lobb 


more. In France, the race begins outside of 
Paris and ends up at the Arc de Triomphe. 
In Germany, the autobahn snakes beneath 


help you get the best view of it all, Cruis'n 
World wilf have several graphic options. 
For one thing, you’d have a checklist of all 
the visible elements on the screen that can 
1 *• turned off; stuff like the speedometer, 
radar map, position rank, and so on. Even 

u- ffje jour camera posi¬ 
tions that take you from the driver's<^eat to 
a position at a distance behind the car. 


RLD 


We've touched on just a few of the cours¬ 
es in Cruis'n World, but we raced on many 


castles in Bavaria. The Chinese course 
winds along the Great tybll, then heads 
toward the Forbidden Cire From Japan to 
the United States, Russia and beyond, 
Cruis'n World spans the globe. The devel¬ 
opment team at Eurocom is on schedule to 
complete the ultimate cruise within a few 
months, and you should be behind the 
wheel by early summer. 
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P A3cii Entertainment. 


^ Look! Up in the 

sky! It's not o bird, 
it's not o pfone, it's not Super 
Mon—it's AeroGouge, ASCII's futuristic, flying racer for 
he N64. If speed is your middle nome, this is your game. 


At first glance, you might mistake AeroGauge for F-Zero X. It's fast and it's from the 
future. But where F-Zero X racers hover just above the track and fly over jumps, 
AeroGauge is airborne at all times. In fact, the higher you fly, the faster you'll go. 
The AeroGauge circuit consists of four torturous tracks that twist, dive and wrap 
around comers as tightly as a python. Two more tracks wait in the wings for cham> 
pion drivers. One player can challenge the Grand Prix, Time Attack or compete one 
race at a time while two players can battle for supremacy in the Vs Mode on any 
track. You can choose from among five cars inHially, but if you finish a track with a 
time ending in 64, you can earn an additional five cars. You may need one of those 
slick fliers if you hope to win at the two highest levels of speed. Like Extreme-G, the 
fastest skill level will leave you breathless. Get ready to gasp. 
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1 he round tubes found 
on each track provide 
hazards and opportu¬ 
nities. You don't want 
to slam into the walls 
or swing wildly 
around inside the tube 
because you'll lose 
speed. Instead, guide 
your aerocar down 
the center of the tube, 
banking to keep the 
bottom of your car 
facing the arrows that 
appear on the sides of 
the tube. 


Positioning yourself above tha arrows can boost youi speed 
The most important pait ot tiding the tubes is entering and 
exiting them cleanly in the center 




AEROGAUGE 


ERFFIO FfilH 


The Grand Prix circuit -consists 
of four races. Placing in the tap 
six positions will earn you GP 
points that accumulate to a total 
that determines the GP winner* 
First place earns ten points. 
Second place gets seven points. 
Third place receives five points. 
The fourth, fifth and sixth place 
cars wind up with three, two 
and'one respectively. 


□FIE FTlriEH 


As the name suggests, the One 
Match mode consists of a single 
match against a field of seven 
other aerocars. This is great 
preparation for the GP mode. 
Before the race begins, you must 
qualify for starting position by 
posting two laps, just like in the 
Grand Prix. The number of laps 
for the race depends on the track. 
Most races consist of three bps. 


Here's your chance to set the 
world record with some intredi» 
blc laps. Once you've mastered 
the Grand Prix, the Time Attack 
can keep you flying. Unlike the 
other modes, Time Attack allows 
an infinite lap option, in which 
you can keep racing as long as 
you like, hoping to better your lap 
time while the game keeps track 
of your top five bps. 
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When the computer Just isn't 
enough competition for you, 
you'll have to turn to another per¬ 
son and the Vs Mode. Two racers 
square off in vehicles of their 
choice to prove who's the better 
pilot. You can race on any track, 
but you can't choose the number 
of laps—that's predetermined. 
The screen splits into an upper 
and lower view, and the graphics 
look virtually as good as those in 
the one-player mode. 






























Because of it's top speed rating, the 
best all-around aerocar is the 
interceptor. This sleek beauty is 
also a good vehicle for beginning < 
fliers since its turning, 
acceleration and shields all 
•Si rank ill the medium range. " 
gl The Interceptor may be a bit 
challenging on the later tracks. 


iDTEREEPTDR 


Incredible handling and acceleration 
make the Hornet the easiest chariot 
to fly without cracking up—a huge 
advantage on the twisty, China d 
_ Town track or the ups and 
downs of the Neo Arena. , 
™ Although a bit slower than 
some other aerocars, it's still a 
t -good all-around choice. 


The Avenger may look as bulky as a mail 
truck, but its strong shielding and sta- - 
ble flight characteristics will keep 
you on target. Once you've mas- te 
tered a-track, you should be r? 
53! able to cruise in the Avenger, 
yj It's also a terrific aerocar in 
Pj the tubes because of Its Sfabil- \ 
ajjq ity. Don't overlook it. 


FHJEDEER 


Similar to the Hornet in its acceleration 
and steering, the Shredder also has 
some decent shielding. The top i^Za 
speed suffers as a result of the extra eg 
weight, but the Shredder still 
turns , in good times in the 
K hands of a pilot who knows 

where to cut corners. This is a ^ 
■ consistent performer. 


SHREDDER 
































AEROGAUGE 


to turn. 

It also has exceptional lop end 
speed. But how do you get it? To - 
get the Aetopad, or one of four y 
| other hidden cars, you have 
.to finhh a race with die final 
two digits of your time being '. * . 
Since we're talking hundredths and 
thousandths of a second, getting the 
secret cars is a matter of luck. 


ESSENTIALS 


VOLUME 105 


BOOST 5TRRT 


COBOEBbnG 


HIGH RFID LOkU 


Although the gams has a glide mova 
that lets your car slide around sharp 
t. mere, you'll lost much of your 
momentum if you us« it. In mast 
cases, even in the sharpest turns in 
China Town, you can cut through cor¬ 
ners from the outs iJ e edge of the 
track, across the inside t»the far 
edge. You shouldn't even have to let 
up on the accelerator. 


If you lon't get a blistering start off 
the line in AeroGauge, you may as 
well kiss your chanc es of victory 
goodbya, because all the computer 
drivers use the boost technique. 
During the set/ready commands, 
hold both the iraki an . the acceler¬ 
ator When the starter says, "Go!"', 
release the brake and your aerocar 
will rocket off the starting line. 


Higher equals faster in AeroGauge. 
Always stay at the highest point 

I iossihle without risking collisions, 
n tunnels, fly at three quarters the 
height of tha passage. On straight¬ 
aways, keep your cars nose up te 
reach its tip speed. o 


BLflEh LIGHiniDG 


Probably the strangest looking aerocar is 
the Black Lightning. The two rear Am * 
would seem jto give this flying loco¬ 
motive great cornering, but that | 
isn't the case. Instead, the BL 
combines blazing speed, 
strong shields and stable 
flight. It's a definite winner 







































J J-- M V To maneuver an aerocar in all 

a ^ J E three dimensions at speeds 

■ — — 'that exceed !>00 mph, you 

have to know every twist, turn and obstacle or you'll end up like a bug on a windshield. Our Power Pilots have 
mapped out the most critical points on each of the four main courses. Master these and you'll go the course. 

l /life Redemption track is whan yaw sorrow cam replenish* « a . SjJ^f 

III nUan IB and rapm any damr^. On this course, yau can *#|4h 

■w — W antar the Rad w tion jo the final straight! way lack far MTvfrfMfci 

^^. -Sawr — r ths inh. net ci tha toft aida. It's an easy m ana aut, but it ' '-V... >jj 

will slow you down. 


TUBES 


BEDEtnprior rper 


The < *nv.i • t 
of everything, making it 
an ideal three-lap _ * = - r 

course for new- _ 

hies. The tubes _ 

are short enough 
to master easili 

but exiting them can 

be tricky. Stay off the canyon walls at all costs 


■■M C miny out f th s-u td 
PruT*K1 tut > you nsodtc tinalti 
jFE, • 2 tude guickly an-witch 

. w- • Jut for the rocks. You'll 
? j3 vX= naad the antra height to 

dearth* ridgeahead. 

. j Although tha computer 
•Invar* pass bcnaathjf 
you st ufd ga war the bridge. 


China Town may be the most interesting of the 
tracks, both in appearance and as a challenge. 
Expect lots of right-angle turns and look for strek h- 

gain alii- i* — 


es where you 
tude. The Hornet is a good car for 
this three-lap race since it can 


The first, and w rat, I 

right angle . n th: L M 

t urst comas at tha UaffiW.• 

and of this long corri¬ 
dor. Stay along tha right wall and watch for the 
turn arrow on the w ill straight ahead. At the 
comer, cut across the insids of tha anufe- 


Tha Redemption track fa 
Chinn Tawn is a tunnel 
that 'ips below the main 
course. Tha track splits 
just after entering a rad- 
wallcd passage, s stay 
low as you approach th* 
Radimptian entrance. 
Stay in the center af the 
track thr High tha 
Redemption area. 


When you ent-'r the 
jB itk iaftlj.- city cany m, head up 

immadiataly. Not only 
do you gain spaed at 
Mtiti la, y u'll also ha able to cut right 
across tha lower bui> ings in die city below. 
F 'low tha thar cars and look far arrows. 
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AEROGAUGE 


Tht hikin' Island 
course may have 
beaitfful bKaches. 
but you'll 


After exiting the first tube, 
closely watch the left si le ef 
the course. Ahead, yea should 
*ee ^concrete section of 
wqlL Just inside it te the M * 
** narrow passage where 
you can cut a e arner. 


)ll£Wr 

Stethem .is yotrcomplet^ thu^ ^ruoling lips 
through some of the most difficult tubes in 
th*' $ime. Always look for places 
to shave comers. Taking 
t slightly shorter 
route i* the be. 
way to get ah^ad 
|n Ae*oTauxe, H , _ 


When yeu blast f 
eut f the long, 
spinning tube, 
you'll take a 
sharp left. Ignore 
the course as it 
is laiu out in the 
water below rut \ 
'cut straight 
across to tha 
claftinthe 
island. That 
straight line can "j 
give you the leat . \ 


The Redemption area entrance 
is behind the waterfall to the 
right of the main course. Look 
for thu light spot in the waterfall 
end teke a deep breath 


This course is 

^PiEflR | the longest, at 

5,743 meters, 
so the race is 

only two laps around. Still, with lots of 
blinding fog and alternate routes, the Neo 
Arena is the most challenging of the four 
main courses. This is one course where 
too much altitude can kill you. 


You have several choices et this junc¬ 
ture. The upper tube is e twitting mon¬ 
ster. It’s the shortest route through this 
area, bat if yoa exit it spinning, you’ll 
smash into e wall. The sefer route is to 
teke the lower tunnel Although itfc * - 
longer, you won’t crash. 


I 1 Tht arrows indi¬ 
cate whether you 
shouM fly ovar ar 
unuer these 
' ridges. You can 
fly beneath the 
bridge that is des- 
~»gnattd es a fly¬ 
over if you stay 
*tow aud ta the ^ 

' right. Tha middle 
is blocked jy a 
glass section 


The Redemption area is eutomatic oa this 
course. The track rises to o crest that 
fells into e tunnel. Meintein some altitude 
but when the track starts to dip, heed 
downward 


t ♦tnrtmi 
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OAD TO THE WORLD CUP 


© 1997 by Electronic Arts 
All Rights Reserved 


r rtfl/ IV \ * fl M V Even 'f you're not a huge soccer fan, you owe it to yourself to check out this game from EA 
t IV ^ Sports just to gawk at the animation. It looks like a live, televised match, except that you're 

R\U I in control of the action. From one to four players can join in the ogling-fest, and what they'll find 

u 15 *hat not only does FIFA '98 look great, it handles like a pro, as well. How did FIFA go from last year's so- 

- so offering to this year's killer app? We suspect lots of hard work and a little magic With all the modes and fea- 
^ lures you could want, a wide range of control options, Controller Pak compatibility, and good sound and Al r FIFA '98 
offers a serious challenge to Konami's ISS 64. . _ 


iUili 




The real stars from the 
USA., Mexico, Europe, 
South America and around 
the world display their true 
strengths, weaknesses and 
physical characteristics 


Choose any team from any fed 
eration to challenge any other 
teem in a single match in tho 
Friendly mode. 


League mode includes teams 
from 11 national leagues. Up to 
eight players can join in the 
tournament. 


The Road to the World Cup 
uses the same groups and quali¬ 
fiers in the biggest international 
sporting event of the year. 


In Training mode, you can 
choose your team and prac¬ 
tice five scenarios on offense 
or defense. 


Penalty shootout mode is e 
five- round contest in which 
players shoot and goal tend 
alternately 


NINTENOO POWER 
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FIFA ‘98: ROAD TO THE WORLD CUP 


VI n I W ' II iX * tZA* w FIFA ' 9a P ro!,ab| v hds 

\ II |1 1 1 1 the most extensive player control 

I it ll i J options of any sports game. Players can 

II choose simple or complex controls for most moves 
IP and several modes, including pass back and target mode 

Other control options include eight defaults, three difficulty set¬ 
tings, assisted headers and auto crosses Advanced players have 
dozens of moves and beginners have plenty of A! assists. 


minmimiiiii 

Muimmu 


Some of the most spectacular moves in 
soccer don't happen on the pitch but in 
the air When the ball is airborne, switch 
to tha closest player to perform bicycle 
kicks, headers and volleys. The selec¬ 
tion of the move is dependent on the 
height of the bell when you jump Using 
the B Button, your aarial mova becomes 
a shot on goal, but you can also activate 
the aerial move to pass by pushing the 
bottom C Button 


The Pass Back mode gives L 

you the freedom to pass - ' * r >- 

the ball to a CPU player ^ 

maneuver your high- 
Kjh^d player to rece v« 

« he open lisiny 

highlighted player is out ^BBB 
of the action, you car 

cycle through all 10 players then pess tha ball to the 
one in the best scoring position Use this option whila 
running sot plays for a Killer attack 


Good ball control means possession, 
and if you can keep the ball, you can 
score In FIFA '98, players aren't 

■ limited to dribbling, passing and 

■ shooting You can roll the ball over 

■ and run off the ball to faka out 

H defensive players You can hop over 
3 the ball and lift it ovar a sliding 
3 defender In indoor matches, you 

■ can even pass the ball to yourself 
I off the wall 


Controlling the ball with af tar touch 
once you've made a shot or pass can 
give you a huge edge, particularly wf 
making corner kicks and goal kicks. 
It's feirly simple toput a curve on 
the ball—hold tha Z Button and i 
push the Control Stick in the I 
direction of the spm-but mas- I 

termg this technique can take I 

some serious dedication I 

Fortunately, FIFA '98 has an I 

excellent manual that qives c 

complete instructions for mak- E 

ing pro moves, ■ 


NFL defanders could learn a 
thing or two about bringing 
down their opponents by 
playing FIFA '98 Not only 
can you perform sliding 
tacklas and regular tack¬ 
les, you can alsodack 
players with hard tackles 


Button while charging 
tha ball. You can even 

fake being tackled in tha hopes of getting a yellow card 
thrown on your opponent—just don't do it near a ref 


t Illy 1 » - ** 

L .f *- Aiigh-scoring action, the 

fifldoor soccer stadium in 
friendly mode turns FIFA '9o into ^ 
blazing, arcade-like contest with five phy- 
>rs on each side. Since the ball bounces 
off the walls, there's no out-of-bounds. 
You can use all the moves and any team 
while playing inside. 


With just live players > ~ 

on aach team, you can 
sat up a four-player match with all four play 
ing on tho CPU or any other combination. Thi 
sports action evea if you aren't a soccer aut 


Bone-crushing Tackles 


Spins & Curves 


IW'U/fc 
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R I r\ tk likk!l 'Eleven national fe., r tt \ n '*rV 

llll ‘soccer leagues featuring 

the best professional soccer play- rp^;|j ~ ||a '!§ %, ~ ~ 
Wy^ ers in the world are ready to take the field 1 Egg £§*. ;gi a ^ 
with you and up to seven players in a league ijjpjf «£& : ¥ 

tournament. League play lets you control leg- B» IIjl: 
endary clubs like Arsenal of the English league 

or AC Milan of the Italian league We've listed all the teams in the order of 

T 

their strength, with the best teams appearing first on each list. 


vn im 


lluUUV 11 lf you dont llke 

rea * ,ty ' c ^ uc ' <: it out the wm- 
dow and customize teams and players 
. using the Customize Squad option on the 
main menu. You can transfer up to 300 players 
between teams and edit and create new players 
right down to their beards. Each player has a num¬ 
ber ranking in seven categories, which you can 

_ shift to suit your needs. 


NAMBURG 
NANSA R0ST0CR 
NERTNA BSC 
SOI SB ERG 
A BIELEFELD 
WOLFSBURG 


ATL. MADRID 

BARCELONA 

REAL MADRID 

DEP0RTIV0 

VALENCIA 

BETIS 

BILBAO 

CELTA 

ESPANOL 

REAL ZARAGOZA 

TENERIFE 

COMPOSTELA 

MERIDA 

OVIEDO 

RACING SANTANOER 
GIJON 

REAL S0CIEDA0 
MALLORCA 
SALAMANCA 
VALLADOLID 


SHEFFIELD WEDNESDAY 
LEICESTER CITY 
WESTNAM UTD 


G0TEB0RG 

ORGRYTE 


B0TAF0G0 

CRICIUMA 

CRUZEIRO 


COVENTRY 
CRYSTAL PALACE 
SOUTHAMPTON 
BARNSLEY 
BOLTON 


RRC WAALWIJK 
NAC BREDA ft 
MW MAASTRICHT 
SPARTA 

d« GRAAFSCNAP 
FC VOLENDAM 
FORTUNA 


SANTOS 


NORRKOPING 

TRELLEBORG 

VASTERAS 




NEW YORR 

PHILADELPHIA 

DALLAS 

NEW ORLEANS 

SAN ANTONIO 

FORT LAUDERDALE 

INDIANAPOLIS 

LOS ANGELES 

VANCOUVER 

ATLANTA 

CNICAGO 

MONTREAL 

CHARLOTTE 

PITTSBURGH 

ST. LOUIS 

SEATTLE 


STRASBOURG 

CANNES 

LE NAVRE 

LYON 

RC LENS 

NANTES 

RENNES 

MONTPELLIER 

CNATEAUROUX 

TOULOUSE 


PERLIS 


A< 

: MILAN 

JU 

VENTUS 

IUTED Ull. 

in 

PA 

■ 1 

kR 

■n mihi 

MA 




LA 

Z; 



r 


CNELSEA 

5 * 

NEWCASTLE 

MANCHESTER U 

TO 

ARSENAL 


LIVERPOOL 


TOTTENNAM 

w 

DERBY 

A9 
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'-T'iQttfelifySnc, Roug^i* 


I 1|W ^ The World Cup 
fournament takes place 
every four years and is the high¬ 
est level of competition in soccer The 
best players in the world form national 
teams that play qualifying tournaments 
within their regions to determine who goes to the 
big show In FIFA '98, you can play all the qual¬ 
ifying rounds and 
the finals with the 
teams that made 
the cut. 


tsfcam T > 







FIFA 98: ROAD TO THE WORLD CUP ^ 


5RAZIL 

COLOMBIA 

ARGENTINA 

URAGUAY 

PARAGUAY 

CHILE 

ECUADOR 

BOLIVIA 

PERU 

VENEZUELA 



wrFaWm 

r U 

QATAR 

UAE 

RYRGYZSTAN 

#tM MB 

i __ 

IMB 





KAZARNSTAN 

SAUDI ARARIA 

IRAO 

JORDAN 

SOUTN ROREA 

THAILAND 

YEMAN 

SYRIA 

TAJIRISTAN 

CNINA 

INDIA 

CAMRODIA 

CNINESE TAIPEI 

NONG RONG 

PARISTAN 

TURRMENISTAN 

SRI LANRA 

SINGAPORE 

LERANON 

VIETNAM 

MALAYSIA 




MACAO 
G 

PHILIPPINES 
MALOIVE ISLANDS 


Highlighted teams have qualified for the 
1998 World Cup in France_ 


GHANA 
NIGERIA 
CAMEROON 
DRCONGO 
EGYPT 

IVORY COAST 

ZAMBIA 

LIBERIA 

SOUTN AFRICA 

TUNISIA 

TOGO 

SENEGAL 

SUDAN 

ZIMRARWE 

RURRINA FASO 

MOROCCO 

M0ZAMR10UE 

NAMIRIA 

SIERRA LEONE 

TANZANIA 

UGANDA 

ALGERIA 

GUINEA 

ANGOLA 

BURUNDI 

GAMMA 

GUINEA-RISSAU 

MADAGASCAR 

CONGO 

MALAWI 

MAURATANIA 

MAURITIUS 

GARON 

RENYA 

SWAZILAND 








PORTUGAL 

SWEOEN 

SWITZERLAND 


ME 


CROATIA 

ROMANIA 

RUSSIA 

BULGARIA 

AUSTRIA 


7ITLV77T 


SCOTLAND 

SLOVARIA 

POLAND 

REP. OF IRELAND 

WALES 

YUGOSLAVIA 

TURREY 

ISRAEL 

ROSNIANERZ. 

GEORGIA 

BELARUS 




GREECE 

ICELAND 

LITNUANIA 

MACEDONIA 

MOLDOVA 

NORTNERN IRELAND 

NUNGARY 

LATVIA 






JIJTTih 


SLOVENIA 

ESTONIA 




CYPRUS 

LUXEMROURG 

MALTA 

FAROE ISLANDS 
LICHTENSTEIN 
SAN MARINO 


1 


1 

Ni 

A 




AUSTRALIA 
NEW ZEALAND 
FIJI 

PAPUA N.G. 
SOLOMON ISL. 
TAHITI 

WESTERN SOMOA 
TONGA 

COOK ISLANDS 
VANUATU 


n 





>j hii ;f.v 




COSTA RICA 
CURA 

PUERTO RICO 
ST. RITTS/NEVIS 




RARRADOS 
DOMINICAN REP. 
ST. LUCIA 
ANTIGUA 
ARURA 
GUYANA 
DUTCN ANTILLES 
RELIZE 




CAYMAN ISLANDS 

GRENADA 

NAITI 

NICARAGUA 



, T* The final count¬ 
down to the Coupe-De 
Monde has begun. In June, 
the United States, Mexico 
and Jamaica will represent 
the ‘ CONCACAF region 
Even if you don't make it to 
France '98, you can be a 
part of the action with FIFA: 
Road to the World Cup '98., 
With graphics to knock you 
flat and killer options, this is 
a definite winner EA Sports 
is back in the game ^ 
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oiv Productions LW- A MaoiL,*nc. Jams* Bond 
orman. <£se4 by Pefttitssio*ol EMI tfnart 


foe hi* Ufc wrtfa knives guns or even b*> hare iWs U\ 


rible plot to instigate a world war. Imagine Link in a tux with a view to 
a kill and you'll get the picture. ' ^ 


As e martial erts expert. 
Bond Stands with the 
best The Mock move Is 
Ms key to success. 


Give 007 a machete end * 
thicket of thugs—hell cut 
his way through thorn hko 
e saw through dandelions. 


For the most pert. Bond 
disdains the use of such 
noisy, messy weapons as 
tttt automatic filter 


With his favorite pistol in 
hand, James can defeat 
any number of megelome- 
macs bent oft worW dumb 


Bond tosses grenades 
oyer walls to introduce 
himself to heavily armed 
guards tirtfre far side. 


For those rare occasions 
wheo a machete won't- . 
do the trick. James gets 
ftrejobdona with e rock* 


etteucfdisr 
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Back at MI6 HQ, Bond shows M the blueprints to 
a secret base Unfortunately, the location of the 
base remains hidden. His new instructions are to 

in Kurdistan where 008 


find a man named Iqbal 
has disappeared 


M delivers 007's new instructions, then Q Branch has e 
few surprises for Bond. As usual, Bond touches what he 
shouldn't in tha lab, but it's all for the best 




Rond writes in China to investigate 
rumors of a ruthless new arms ring op if- 
ating out of a floating temple. His order* 
from MI6 are to obtain secret documents 

ffiai fwea we tLjfkib mm. 

the villagers and search for medical kits. If 
you use the nted kits, you m,iy live more 
than twics. 


hammer, he could fix the 


bridge. Go back and 
his hot for the toot 


After passing 
through the secret 
panel on tha right 
wall of the iiuiar 
temple room, loch 
for a key and a safe 


Zhoqg Mae lights like a 
tigress, but Bond's ha rate 
will tame hpr Jf 007's health 
faife, boost it with a med hit 


ivattiis thief his 


paper, he'll forge a psSss' 
V* club for Bora. 


In the rugged mountains of Kiyjt&tan, James Bond searches for Iqbal, 
a rumored contact of tha Chinese weapons syndicate. Squeezing infor¬ 
mation out of the locals is like getting tears out 
of a stone. But for a price, it seems that anyone 
will talk. The key is to get inside the dub and 
shoot out the light, then escape out tha back 


With the lantern aoleered, 
Bond can ante r Iqbal's lair, 
defeat tha strongman and 
fm 008. Usa tha maehata 
to defeat Iqbal. Ha’s such 
a cut up. 


Once Bond gats into the 
clab, ha must aneah paat 
tha guard at tha door. 
The plants to shoot out 
tha light behind the bar,, 
then exit undar cover of 


Looh far a secret passage in the 
rocks near the entrance to lqbai’3 
hideaway. The man you find tnare 


will give you a jeweled egg If you 
keep 


a SjCI d 
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Secret Passage 


#fr $1000 
notary $1000 


Talk to the people in the 
hotel and visit your room, 
then head outside to explore 
the town. 


On the next leg of the journey. Bond wades into the 
narrow streets end winding alleys of Marrakech. He'll 
contact Mr. Fez in the casi¬ 
no, then do 


some shopping WRSPpBHP 
about town. In the ht.uk K|^jQM 
rtwrh't he'll • t*» 

exchange a series of items 

to get a pair of night vision 

goggles for use in the catacombs. Finally, 

he'll meet up with an old friend who wears 

a rather sharp hot—Odd fob. 


CatcombExit 


Blackjack 


Once you win $2,500 
you can play Baccarat 
with Mr. Fez. After 
speaking to Fez, you 
can leave the casino. 


Trade Bend’s jeweled 
agg for a pasa that 
allawe Imn to travel the 
secret dotted routes 
shown on tha map. 


Q givaa Bond a laser 
watch in tha secret I 
Branch Marrakech la* 
The leear le used lot* - 
tha catacombs. 


The inci^t catacombs hide many iccrets in a shroud of d irk* 
nes*. Here you will pol o's laser w tch to work cuttin through 
met'! grates. The ultimate goal is to get the keys to Odd job's 
Mirm kAr c —, but yo"*'" have lu ca'th k: m napping. 


In the W ick market, everyone has a price, bond just ncarte’to find 
cut what tradi merchant or trader wants in order to get the gog¬ 
gles he needs In the cat .combs. The trading sequence includes a 
chicken, a cal, .- pearl, a passport th» goggl** 


The imrehant in the tor 
north vf the marktt has 
chickens. Bond takes one 


Tha man with all the cats 
mods food. Trads tha 
chicken lor a cat. 


Miss Bliss danatas a 
diamond to tha causa, 
then sends Bond packmg 


The Hat Mon axchangts 
a tranquilizer gun for tha 
diamond. 


GIVftMTfl tlWrHB.’Wftn TfiltllBmifirtiftdoftB 

mmm ^ W*'H 

r wild you with a piarl. ttw southwest cimtr. 
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UmaoLSk jt-Faz with*. 
dart thraugh tha hala. 


’WWitfte ke/frffln Fez, 
••pan tha daacto Olid .. b 
room and toco the music. 
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/5h Cave entrance 
— Cliff 

■ | Grappling hook statue 
wmm Tunnel 
| Udder 

V ♦ One-way passage 


There's no way to beat Odd job, 
so be prepared for the rigors of 
the desert. Your coordinates are 
2, 7 when you're dropped off 
Your destination is an airbase at 
coordinates 6, 2. Set off to the 
north, then walk far to the west 
where you'll find the base Use 
the satellite dish to help you 


Grab a canteen from a 
man on a camel and fill it 
with water 


Temple (Start) 


mim 


Your we ipons war t ik m in 
Tibet, so you r.ded to search 
the base for a n jw irsenal. 
Th* most important item is 
the shield that reflects Odd 
Job's h ..ts 


The action Ik its up as you ascend a mountain stronghold in Tibet 
where arms shipments have been delivered. The view changes from 
overhead to side-scrolling as you unravel this maze, but before you 
set out, explore the temple and recover med kits. You'll also need 
to collect a rope and grappling hook during the journey* In the end, 
you'll battle a bunch of sumos and meet Odd fob once m rc , 

id THfc AkttS ilEAi ♦vtnrtranik'Civr 


The monk girts ford the 
cfrnhb j rope. In a nearly 
bunker, 007 Dicks up 
Qftitales. 


Combined with the im nkh 
0 rope, the hook lets w 
% teach new «reas>OTh'§ 
mountain. 


fnJ lavorol tons of sun. 
wrestlers. block as th*Y 
approach, than punch. 


Captured by Odd Job and locked up in the secret base. Bond faces 
a bleak future. But it turns out that Zhong Mae isn't really a hard¬ 
ened criminal. She was just trying to save her village. Now she 
needs Bond and she frees him from his cell. The first order of 
business is to collect weapons, their defeat Odd job. 


?rta/tG Wf 1 

j'vr rrcvftro oar 


list the shield to ounc« 
Odd J Aft s hats ilck at 
hiar. Tho safest Jocaber, 
is lower cantor. 


Meet with Zhona before 


going after 0id 3ob and 
after yetfve ti pped hishot 
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Thjvill lftoiri Kurdrst^n 
has been bombed and 
Wasted Search the ruins 
for 008 and the exploding 
pen 


In the|unkyard, use the 
macheand a vest while 
h ickmg through the guards. 


Once he's defeated. Odd fob reveals that a man 
named Khatar in Kurdistan knows where to find 
General Golgov, the mastermind behind the arms 
buildup. A friend of Zhong Mae's, Mustafa, will help 
Bond In Kurdisfah/ wbidt has been sheft-sfiockcd 
with fighting since be iart visibHl. Sefore you deal 
with Mustafa, you'll have to find 008, blast your way 
to a new area, and cH* d hi 


Q's exploring pan sY jM 
ha used between the 
two big boulders that 
block the path. This spat 
is west tf 001 s location. 


Mustafa extracts a 


high pries ferGofg -vl 
beat iait While in the 
war zone, waaravast 
t« protact against shalls 


Sadam may 
blustar, but with 
one hit heTI give 
■p. Go back to 
Mustafa to Isara 
aboat Galgov’a 
bass in Russia. 


Infiltrate Khetars camp 
and confront him. Ha 
movas fast, so block him 
with the shield and use 
the rocket launcher. 


loach a magnet pod at 
the bottom of the 
m om, then draw Jaws 
to tha magnet above, 
Hit him when hob 
stuck to the magnet 


The guide from Kurdistan drops tend off on the out¬ 
skirts of a junkyard. He must fight his way through the 
rubbish heaps to find the entrance to Golgov's secret 
base. But Golgov won't make it easy for Mr. Bond. He's 
hired one of 007's old pals to guard hi* door, a gentle¬ 
man by the name of Jaws. v . 


The maze of ventdatiou pipes 


is shown to the right Pick your 
route cam faHy. 
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Locked Door 

Combimtion 

Switch 


Force Field 


# Force Field Key 


Electrical Floor 
Plate 


pMrjfto f a gf PjPJ : With the world safe until Bond's next mission on Her 

Majesty’s Secret Service, 007 has nothing to do hut head 
back- wCtMffSr With the'beTtutifuf Zhong MSe The ending may \-ary If you find a specFat item 

!l‘ Thir ndfcffiaff - 


The only way to keep 
Zhong Mea from blasting 
into spaGa is by defeat- 
iag Golgov aad deactivat¬ 
ing die missiles? 


General Golgov has been secret¬ 
ly plotting to overthrow the west 
from his base in Russia with love* 
The giant base is divided into 
sections that are blocked by 
lockeddoors.OivThemflp you'll 
find arrows indicating how 
to set ffio door 'switches to ft* 
order to open the doors and 
reach Golgov. You'll also discov¬ 
er that Zhong Mae has been cap¬ 
tured and that missiles are set to 
launch* Time to go to work. 


Flip the switches up Ur 
down aa showa oa tha 
map Do it correctly and 
you'll hear tha Bond 
theme. 


Golgov may expect Bond 
todia Ms. A-few rackets 
will and hts ambitions for 
*»»rld domination 


With <io^ov thrway, «*4j£a|Kj 
the only thin 6 left is to 
disarm the missile* tint 
threaten world peace. 

Automatic defensive systems riddle the 
missile complex, doling evety Jatep 
bond y$v* flu mirror block 

lasers and did shield to Mock buHsts. 
When vou r*acb tK flip jhe 

switch on the wall to deactivate 
the thre i. 


Sly patttha lasers by 
holding up the rnrrre" 
aad pressing tha 


Conti iJ Pad ferwari. 


imJMtuhw* 


The imp of tha bast 
shows the force field 
switches an# ctrreipamt 
ing force fial s i» tha 
same calor. Turn them oft. 





































































































► SnOUIBQflRD 



O nce there were three things you 
couldn't avoid in life: death, taxes 
and pie pans Luckily for you, in 
this day and age there are defribrillators, 
tax shelters and Counselors' Corner 
Don't get mad—get even You can fight 
pie pans with pie pans or you can use 
your invisibility power-up It's to your 
advantage to save these items for when 
you need them on the last lap You'll also 
be immune from pie pans if you make it 
inside the chairlift turnstile 




Squish* Pie pans are the toughest things to 
avoid in Snowboard Kids, but that doesn't 
mean you can't find a way to beat tham 


To avoid becoming a pie-pan pancake, use your 
invisibility power-up or make a run for the 
chairlift turnstile 




11T e#ve f° L,nd thdt Payers who have 
III problems getting gold trophies 
mXj on ^e first six courses usually 
need to upgrade their snowboards Use 
the money you've won in the races to 
buy better boards at the snowboard 


shop While the freestyle board is the 
easiest to control, it doesn't have the 
speed to go the distance on all of the 
courses The other boards may be hard 
er to turn, but they have the speed you 
need to win Many players never figure 



out that the game has a turbo boost—try 
jumping the moment the starter shouts 
"Co!" Finally, study the course maps 
closely and you'll see shortcuts You 
must take the shortcuts to win on the 
toughest courses 



Gamers pick the freestyle board for its easy 
control, but it doesn't have the speed to win 

© NINTENDO POWER 



Vbu can start off with a turbo boost if you jump 
at the same moment the starter shouts " 601 " 



Shortcuts are the only way to even the odds 
and win on tha game's toughest courses 
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► DUKE nUKEttl 6Q 



HDlil DD I GET BEH1HD THE H1DUIE SCREEH? 


H hhh yes, the screen test in the first 
stage or the game. Well assume 
you've already been up to the pro¬ 
jection booth and that you remembered to 
hit the switch that opened the curtains 
You see that dark spot on the movie 
screen? That's not a cola stain left over 
from a rowdy matinee crowd—it's a hair¬ 
line fracture Use a grenade launcher or a 
pipe bomb to blast it open. Now you can 
jump up through the hole and get behind 
the screen 



Go up into the projection room and flip the 
switch to open the curtains and start the movie 



Aim your grenade launcher or a pipe bomb at the 
crack in the screen to blast opena secret place 



[An I GET inSIDE THE flflEfl 51 UFD? 


Y es, but before we tell how to get 
into the Independence Day UFO, 
we must inform you that YOU 
CANNOT, UNDER ANY CIRCUM¬ 


STANCES, FLY THF UFO. We know that 
the launch pad is right in front of the 
craft, but you can't fly it Return to the 
conveyor belt and hit the switch that 




stops the belt If you walk along the con¬ 
veyor belt, you'll see an alcove contain¬ 
ing a teleporter Enter the teleporter to 
warp inside the spaceship 



This alien craft m Area 51 looks cool, and you 
can get inside it, but there's no way to fly it 



Return to the conveyor belt behind the UFQ 
Activating this switch will open a teleporter 



Step inside the teleporter to enter the space 
ship Here you'll find an Atomic Health power-up. 


* v 



HIHAT IS THE lAlMCH SEQUEHCE FDA AREA 51S MISSILES? 


llfhile you can't fly the 
III Independence Day UFO, you 
wM3 can launch the missiles in the 
Area 51 silos The trick is to figure out 
how to open and operate the complicat¬ 


ed controls Press the center switch until 
the left control panel pops up. Press the 
two left buttons and the far right button 
Now press the center switch until the 
right control panel pops up Press the 




two right buttons Press the center switch 
again to complete the launch code 
sequence You can watch the missiles 
take off on the remote security camera 
screen. 



You'll need to activate eight buttons and a 
four-way switch to launch Area51's missiles 



Press the two left buttons and the far 
right button on the left control panel 



Press the two right buttons on the right control 
panel Nowhit the switch to fire the missiles 
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► GQLDEHEVE 



CRn I USE CHERT R10DE TO ERRtl fl CHERT? 



H ow many Cheats would a cheater 
cheat if a cheater could cheat 
Cheats? None, but many of you 
keep asking us the question. You can't 
use a Cheat or 007 Mode to beat a target 
time and win a Cheat If you're looking 
for the easiest cheat in the game, try com¬ 
pleting Mission 3 in Agent mode in 5 00. 
If you beat this target time, you'll be able 
to access Cheat mode and choose DK 
mode DK mode gives every character in 
the game Donkey Kong proportions 



AflMl Jamas Bona 
Mellon 1: Arkvwrtsk 
Part 111 Runway 

STATISTICS 

Tim* 02:32 JNarw Ch*al Avail*W«J 
TarosiO OFOO floal Tlmr CWM2I 
AccA.y/407% 

Woofton^ jrabKi KP7 Sovlot 

Sholloul SlV »*>*4NU 2m 

KlIMolal V» licdyMf 13(31 


If you hit this target time fair and square, 
you'll earn a cheat option in the game. 



If you complete all nine missions on 00 
Agent, you'll be able to access 007 mode 





111* eve f° un ^ l ^ at most Pl a Y ers don't 
III even *°°* < ,or ^e radio to call Jack 
mWW Wade until they're playing as a 00 
Agent. The radio is across from the Master 



If one stray round hits the barrels next to the 
radio, your 00 Agent mission will end in failure. 


Control Console. If you shoot the sentries 
guarding the room, any ricochet will ignite 
the barrels of flammable fluid stacked 
against the wall The guards will also blast 



The trick is to lure the guards away from the 
barrels and out through automatic doors 


themselves into oblivion if they see you 
The trick is to lure them through the auto¬ 
matic doors and dispose of them on the 
steel walkways outside the room 



Dispose of each guard on the walkway Don’t 
go for the radio until you've removed everyone 





I ike all enemies in GoldenEye, Jaws 
will shoot at a target only if he can 
fire in a straight line along a stairway 
or corridor With this in mind, try luring 
jaws into chasing you around the circular 



All enemies think stairways are lust like hall¬ 
ways Lire Jaws onto this circular stairway 


stairway next to the Shuttle Hangar Bay 
As laws chases you up and down the 
stairs, shoot at him diagonally from the 
other side of the room If you keep doing 
this, Jaws will never be able to return fire 


Keep up the run and gun tactics until 
Jaws surrenders his Smart Card The 
Smart Card will let you into the comput¬ 
er room where you can reprogram the 
shuttle's guidance system. 



/ 


Shoot diagonally across the gap as Jaws chas¬ 
es you Jaws can't return fire across the gap 


Keep ruining in circles and shooting at Jaws 
until he bites concrete and drops h:s Smart Card 


NINTENDO POWER 





























































► TllflOK : BATTLE DF THE BIOllOSMRS 


- ' r 




HDUJ DO I GET ODER THE HIRLL IR THE FIRST LEliEL? 



Y ou'll probably have no problem get¬ 
ting through most of the first level 
until you run into this wall near the 
end of the stage. There's a platform near¬ 
by but no apparent way to get it to move 
Look for a switch next to the wall Hit the 
switch, then run hack to the platform If 
you don't hurry, the switch will reset and 
the platform will stop moving Ride the 
platform to the top and make your way 
across the path leading over the wall. 




Go left and hit the switch, then quickly retrace 
your steps bac k to the rising platform 


If you hurry, you can catch thisnsmg platform 
and climb up to the path that leads over the wall 




m 


Y ou can get the shotgun before you 
get the pistol From the halfway 
point, drop down to the ledge and 
run all the way to the right. If you make 
a leap of faith to the right, you'll end up 


on a ledge with the shotgun Getting 
back across is the tricky part You'll have 
to run and jump left, but the key is to 
press the jump button after your first foot 
is already in the air If you do miss and 


fall, you'll reappear at the halfway mark 
with the weapon if you still have a life 
left After you have the gun, go back to 
the cave beneath the halfway point and 
continue your hunt. 



Hit the halfway mark in the first level and drop 
down to the lower ledge Now run to the right 



You don't need running room to make the leap to 
the shotgua Getting back is the tricky part 



To make this long leap, run nght and hit the jump 
button af tar your first foot is off the ledge 



In the USA Call. 
1900-2880707 

(SI 50 per minute. Callers under 18 


m FAST FACTS 


Or write to Counselors 1 Corner 


In Canada Call: 
1 - 900 - 451-4400 

($2.00 permmute C&llers under 18 


RER0FIEHTERS ASSAULT 

BOHlBERltlRR 

111 ACE: THE RRRK RfiE 

(I : Which is the best aircraf t to use? 

A: The F-14B is the easiest to fly and has 
the most balanced weapons system. 

Q: Is there a way to switch between pilots 
in the middle of a mission 1 ? 

A: No 

Q: How many missions are there 1 ? 

At Eleven missions and four bonus stages. 

Q: Heyll can't get this lever to flipl 

At Quit using regular bombs and try a 
pumped-up bomb. 

Q: When does the Rainbow Palace appear? 

At After you collect 100 Gold Cards and 
you’va defeated Altair a second time 

Q: How many Gold Cards are in the game? 

At There ara 120 

Q: How do 1 throw things 7 

fl: Stand next to the ob|ect you want to pick 
up and throw, then press Down and Strong 
Thrust atthesametima 

Q: I'm pressing the right buttons, but 1 can't 
get my Execution move to work 

flt If you inflict too much damage as you 
defeat your opponent, you won't ba able to 
pull off an Execution move 


o 


VOLUME 105 






























































































































































WITH 


MANS 


THE 


An N P/Titus software Exclusive! 


si/irtw 





















and back V 
Auto mo* v 


Race for the checkered 
flag wearing a great new 
power T! ^ 


The Trademarks Automobtlt Lamborghini am) 
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Maui Mallard, the Duck Detective and milfoil-nibbling 
Ninja, is back on the case of the missing Mojo Idol, but 
ft,- l this time Ws up to Game Boy fans to help him on this 
mysterious mission. And of course those sleuths will be 
happy to know that Disney Interactive delivers all the 
' tremendous graphics, wacky humor, and unique 
game play features that made the original Super 
•■a - , NES version such a sensational success. 

L But. so vou can't 


say you 
weren't warned: win- 
^ ning is far from a 
cake waddle! 


© HimENCtffOWt 


Already a highly-celebrated star on the Super 
NES, Maui Mallard, Private Eye and 
International Duck of Mystery, brings his 
wacky brand of side-scrolling 
the Game Boy in a six-level search for 
strange and magical Mojo! 
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MAUI MALLARD 



MANSION 


LEVEL ONE 




Maui decides to duck into a dilapidated mansion that 
shares the same name as the idol. While his prize may 
remain elusive, our feathered friend will still have to contend 
with traps, ghosts, and a whole host of creepy-crawlies. 



§ 



rn 

go 

O 


Here Maui must 
make perfect leaps 
from pillar to pillar 
If you're about to 
overshoot a column, 
press the Control 
Pad in the opposite 
direction of your 
leap to correct 
your course 



- 

•I 

_JA 

nminyjggs 





O MfCH HOwKey 


This little chimp seems to have 
flipped his lid, so Maui would do best 
to stay low while trying to set the 
robo-monkey straight with some 
well-thrown beetle bombs A few 
hits should do the trick. 


© U 1 /A&- 1 T CONTROL 

Scrambling up the chains can be pret¬ 
ty challenging, so here's some advice 
onhowtoclimblikeapro jump 
towards the chain you want to climb 
and then push Up on the Control Pad 
to grab it It takes some practice 1 





0 TWO 9x4 8*RRXFRS 

Not only does Maui run the nsk of 
being crushed beneath these walls 
when they close, just touching one of 
these barriers can do him some real 
damage Try to keep clear of a wall until it begins to 
nse and then waddle past it as fast as you can. 



o tune up 1 

TIME 1 


LC4CNP 



(P EXTRA LIFE 


Q PUNCH 
0 YIN-YANG 


While gathering 
beetles along the 
way, ride the puffs 
coming out of the 
pipes to get to 
higher ground 


(8) BULLET BEETLE 


(8) BOMB BEETLE 


A ' 




TMF JAFTM ftlPFR 




Fire beetle bullets et this nasty arachnid as 
you run to the right or left corners of the 
room then dash underneath him when he 
gets too closa for comfort 


f 




4 
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After beating the robo-arachnid, Maui determines that it's going 
to take more than just sleuthing skills to find the missing Mojo. 
He wisely decides that it's time to take to the training grounds 
to bone up on his ninja techniques! 


LEVEL TWO 


Q JWINQXNQ LCSSO^S 

Ninja Maui will have to use his staff to swing him¬ 
self up to new heights To accomplish this trick, 
look for a stone that seems to be floating in 
midair and get as close to it as you can without 
losing your footing Next, jump up and hit the 
k stone with your staff If you hit it correctly, the 
2 staff will stick and you'll end up swinging back 
I and forth Wait until you get to the height of 
; your swing and then j ump for the higher ground. 


) EXTRA LIFE 
| PUNCH 


Kn6C|<XN4 
& OUT NXNTM 

H To defeat the other web- 

I 1 footed ninjas, use a combi- 
nat,on of « a st staff attacks 
and speedy retreats Jump 
at the ninjas and pummel them with your 
staff before they take up an offensive pos¬ 
ture, and then jump back when they try to 
return your punishing blows. It usually takes 
three staff nits to finish them off. 


YIN-YANG 


BULLET BEETLE 


(S) BOMB BEETLE 


© CiXMS XNfXPF 


Ninja Maui would be wise to 
take a ride in these exotic 
stone statues Because of 
their size, they can break 
through the walls and barriers 


that would normally stand in 
Maui's way 


0 CRUISIN' for k BRUISIN' 

Here, Ninja Maui had better swing from stone to 
stone with his trusty staff or hell bruise his tail on 
the spikes below If our feathered f riand takes a 
spill, try to hook back on to a stone as the damaged 
duck bounces his way across the spikes 


o *RfctC yOURfftf 

Get ready, because this is one of 
the stage's most challenging 


obstacles 1 To got past this vertical 

passage, hook on to the stone with 

your staff and swing yourself into 

the shaft Quickly tap Up on the 

Control Pad and the A Button at the same time to 

wedge the staff between the walls Now keep 

tapping the two buttons until you reach the top. 


o NINTENDO POWER r 


This Howl's fiiul confrontation is a face-off with 
six deadly ninja ducks on tht altar of a high ami 
mighty mallard! You have to taka on tfia ninjas only 
one at a time, nit your troubles are compounded 
as the sacred duck hurls rocks at your Inad. If you 
have plenty of Yin-Yang jower, stay on the far 
si Its of the screen to avoid the stones, and attack 
the ninjas when they comi in dose. 



























































MAUI MALLARD 



TMC COtX^fUM 


Fire bullet beetles et this big beddie 
end when he bobs his heed up end down 
three times, he'll fire en or row in your 
diiection. That's when you'd better 
(pun intended) duck! 


LEVEL THREE 


Our long-billed buddy believes that the island's Muddrakc 
tribespeople know the whereabouts of the missing Mojo, but in 
order to gain their trust, Maui will first have to prove his mettle to 
these tiny warriors. Be prepared to use both beetle bullets and ninja 
techniques to pass their many tests. 


o pOCF TO pOLC 


2 

§ 

09 

O 


Picking a path across the level's 
larga pools of lava is a piece of 
cake as long as you use these 
bamboo poles If you can make an 
accurate leap to the next pole, 
Maui wll grab it automatically 


Q rack for sonuw 

If you feel confident that you know the 
ways of the ninja, you might want to 
backtrack to the beginning of the level 
before you enter area B Use the s wing- 
mg-staf f technique to work your way up 
the vertical passage shown on the right, 
and then keep heading back to the ief t to 
bag a bonus Beware We recommend that 
you choose this path only if you're up for e 
serious challenge 1 


© PICK Up SOMF fT*R pOWFR 

Before you wind your way through the huts, head up the long 
ramp to grab this glowing goodie With this powerful item in 
your possession, you'll be able to make some important leaps 


TMC 


Some of the 
Muddrake homes 
have bonus items 
hiddan on their 
rooftops, so Maui 
should look for ways to get up to these higher 
levels Although it doesn’t always work in avery 
home, you can often reach tha roofs by jumping 
onto the pillars that are holding up the huts 
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THE TEST OF DUCKHOOD 

leveTfour 


The Muddrakcs are impressed that Maui has bested one of 
their best warriors in battle, but their tests are far from fin¬ 
ished. Now Maui must get to the top of some well-protected trees 
and then face the jungle's greatest challenge: Trial by Bungee! 



SpRlN<rTlMF 

** TRIP Up TMF TRFFf 

Maui can avoid a tinng climb up the 
trees by using the springy lines that 
are hanging from their limbs Of 
course, if Maui really want’s to do 
things the hard way, he can K 

always climb these lines like they 9 
ware regular ropes, but why ■ 

should he bother when he can I 
bounce his way up the branches? W 


Either hes lucky or the 
Muddrakcs have dacided 
togiva Maui a bit of a 
breakl Almost all of 
their little warriors can 
be safeiy taken out by 
blasting them with bul¬ 
let beetles from below 
Its like shooting ducks in 
a barreJI 


*II } WATCH FOR 
98 & BROKEN BOUGHS 

Although it’s almost impossible 
? to determine exactly where, 

<& I ? some of the imbsonthefee 
HHB m appear to be broken If Maui loses 

his footing and falls through 
these little gaps, he's going to losa a lot of ground To 
avoid this peril, try to keep Maui standing only on the 
bushy leaves that cover most of the branches. 


Q tmf ijfvt w&y to bun<,ff 

Unless you really enjoy the sight of your duck detective 
bouncing around the screen willy-nilly, whenever it's 
possibla, try to keep control of Maui by only having him 
bungee jump from platform to platform 


© & B 1 RP ON & WlRe 

WF "\T *THPp| ^ tree blocks Maui’s path 
V f / a J this point, so bungee 

-~- J deap underground and 

grab wire ’ ,Qrr *ifc 
bottom of the screen 
' Without letting go. get 

. .ig Maui to move to the right 

un ^l he can bungee back 
up again 


6*<rTON$uep toap 


To defeat this ovtrswod ampfr f am, grab tha 
floor amraosa m on the toad whP» keeping 
out of tin range ef his tonga*. Now when- 
**er he open his rfiouth, blast him with a 
bullet battle. 


© NINTENDO POWER 


































MAUI MALLARD 


THE SACRIFICE OF MAUf 




Thanks to the Muddrakes, you're now on the right path to 
finding the mysterious Mojo. But don't let your guard down. 




OF THE 


Maui knows that he must be getting very close to the missing 
Mojo, but before he can call this case closed, he'll have to trav¬ 
el to the heart of the underworld and confront the greatest 
hazards and horrors he's seen thus far. If you 


LEVEL FIVE 






because you're heading deep into the island's underworld, a perilous 
place where plenty of dangers still await Maui Mallard. 


Q THF FUlFf 

By jumping into these ducts, 
Maui can reach some of the 
stage's high places without hav¬ 
ing to use his staff 
YoulJ find one of them 
just to the left of where 
you start the level, and 
another one just before 
you enter area A 


^ EXTRA LIFE 
PUNCH 

flk~ 

YIN-YANG 


BULLET BEETLE 


(S’) BOMB BEETLE 


ONLY A. MINT Ik (.M 

SMC you NOW 


To handle this hurdle, you will have to use 
your Yin-Yang power and become Ninja 
Maui Now you can make a series of 
swings up and over this obstacle. 


$U4 THF 
<H6{T BACK 


Besides the treacherous terrain, 
these pesky apparitions are the 
mam thing keeping Maui from 
the end of the stage The ahosts 
can do Maui damage only if he's 
in too close, so keep your dis¬ 
tance and hit ’em with bug bul¬ 
lets to make them disappear 


A TRyXNC, TAXI 






* 




haven't mastered Maui's many beetle-blastin' and » 
staff-swingin' skills before arriving in this realm of ■ 
lost souls...then this Mallard's a dead duck. 


GAME BOY 
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•SUPERTfrAftlO 64 

151 Coins in fhg Goo's Haunt (Vol. 92) 


Tony Prado 
Howard Tran 
J V. Valkenburg, Jr. 
HriarrVeft * . . 


Cerritos, CA 
Pittsburgh, NY 




1NJEND0 POWER 


MISCHIEF MAKERS 


somewhert in these pit 
bf this shadow. Flip thro 
cue to find thi fLshed-i 
tersion of th« silhouetti 


ISqmUante.^ l Hill NC 

Ryan Stahl ■ Fayetteville, AR 

Kyle Strengholt Lynden, WA 

Xreg Stiffey Pittsburgh, PA 

thrrs Sula -Joliet, II 

Juhn Sutrrck Sapulpa, OK 

Mike Sutton Goonton, NJ 


SUPER MARIO 64 » 

152 Coins ip Wet Dry World (Vok 97) 


Matt ttrowri 
Mrkc Casalena 
Jason Fraser 
John Galasso 
Robert-Jahodar 
Shawn Meehan 
Joshua Melton 


El PQtgrt**'Hills, CA 
Vwndsor, ON 
Scarborough, ON 
Oyster Bay, NY 
East! lamptir*, NY 
Goodwood, ON 
Woodstock, GA 

i 


TETRISPH^RE 

Best Tinm Trial Scon? with A/o Drops (VoJ. i 01). 
Kan Thu Tempe,AJ 4SB, 100 


MARlOKABI£C 


Best Times for Koopa Troop Beach (Vo 1 10V 

Jonathan Fkrniet Montmagny, PQ 1:2$21 

Daniel Rogersy flay Shore, NY 1:2' 

Ricky Htogatek Nobfeton, ON 1:25.91 

Jonathan Hamner Jonesboro, GA 1:26.05 

Steven Rodriguez Si mi Valley, CA 1 £6 05 

i*—^'Mrginta-beachrWI^e^ • ■ 
Clifton Poll Orlando, FL 1 £fi 29 

136.49 


- 


Hongman L eun g Phoenix, AZ 
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WHAT KIND OF GAMEI3 ARE YOU? 

We are what we play. Find out who you really art by 
taking our quiz that will uncover your gaming personality, 


IN MY FAVE CAME, AN ANIMAL . 
I'D SEE IN THE ROAD WOULD BE: 
a unicorn 
roadkitl 

a dog, but turned inside-out so it 
looks all scary-like 
lucky W t even found the road, let 
alone figured out how to use this 
stinkin' Controller! 


WORDS OFTEN OVERHEARD IN 
MY FAVORITE GAMES INCLUDE; 
"Magical" and "Elfin" 

"Extreme" and "Adrenalin" 
"Duck!" and "Aaaargh!" 
one syllable only 

MY CAME USUALLY ENDS AFTER t 

lose all my hit points 

crash 

get ambushed 

mistake the Power Switch for the 
Pause Button 


Figure out whether you answered mostly with A's, B's, C's or D's, then refer to 
the list below to see what kind of 


gamer you are. 

A: You like to think and use youi imagination. Try RPCs and adventures 
B: You're* Competitive and always on the go. You'll like racing games. 

C: You like aggression and action. First-person shooters will make your day. 

D; Row'd you get youi hands on this NP? You don't play video games, but 
you can get a giant gaming jump start by reading the rest of this magazine! 


You WAve V'Kat it t AKtsi 

Send us challenge ideas ftf,photos olypur achievements 
for this month'sArena. tf we use your suggestion orlf~ 
you're a top qualifier, you'll receive Super Power 
Stamps and ha\ie your name featured in NP (for a 
complete Iteftrf qualifier*, suiflo wwtf .ui tTt g T ulu'.Liim^ 

How ro ee pierjke rewtef 

•Include your Nh«L or'Supfer NE&ifTtlre photo Or 
your high scoid* • Dim the lights and then take a 
few photos without a flash. • If you're taking a photo 
of a Came goyj place it o n a flatsuiface. • Wri te^ 
your name, address ancTMomEer dumber on the 
hfrek of your photo. #f The Arena challenges featured 
id this issue must be received no later than 
MafcMOr499fi* __.___ . _ 


ANSWERS TO VOLUME 104 

GOLDENEYE 00/ 

RECON MISSION 

1) Blue, whitt! ond red 


Sandy, UT 
Vista, dA 
5an Bruno, 
Gahanna, OH 
Beatrice, NE 


3) 4 A1 
41 4-C3 
5) H 

8) 4 
7) 12 
Bl 10 

9) Tha Middle East 


Best 00 Agent Times for thp Facility with Cheat 
Menu (Vol. 101) 

A tfil a A r n s, .^ ^ J *lh tW4dge,AB. _1:14 
Jonathan Hamnei Jonesboro, GA 1:14 

Nicholas Goodwin York, ME 1:20 

JCanZhjJ Terope, A f /1:34 

Joe"Swallow” 1 . Granite Bay, CA J ^ 1:42 

Tim Howes Brighton. Mt 1 ;39 


SBADDWPLAY 
TipTup from page 53 


E-mail us with challenges and suggestions at 

arena@nmte ndo.cQm J___ 

Otfsend enines to: ■■n-rn. -j~- 

Power Player's Anna, P.O. BOX 97033 
Redmond, WA 98073-9733 


rbands? 


GOOD GRAPHICS AND O 

ANIMATION MEANS: 

Vivid settings and details (A) 

High frame rate and no pop-up (B) 
Lots of body parts splattering (C) 

onto the screen 

Bright and shiny shapes that hurt (B) 


my eyes, because t forget to blink 


WHEN I PLAY A GAME AND 
SEE BOXES, t: 
rearrange them 
dodge them 
shoot them 

marvel in their bouillon 
cube-like perfection 


© 

(A) 
* (B) 

(C) 

(D) 


WHEN I ENCOUNTER OTHER 
CHARACTERS, I: 
talk to them 

try to get ahead of them 
beat them silly 
avoid eye contact 


o 

(A) 

<B> 

(O 

(D) 


shirk on. 


James dond appi^ciiB the finer 
things in lift, like sports c its, expen¬ 
sive suits and fine art. Or at least art 
at fine ns a p jnth ill *un will allow. 
Activate the Paintbnll Cheat (finish the 
D im level on Secret Agent und^r 
:40), then find a w ill, link, faraway 
untainsfrL, statue of Lenin or any 
other area you'd lik- to paint. Use 
your imagimtion—spell something out 
draw a picture, or...who knows? We'll 
feature the most creative, clever (and 
d iar) photos of p .intball art in an 
upcoming Arena. 


Am , Apt 


h tftw pip*# 
the mou9o 
pointed on the 
Will? Is thali 


























VQSHI'S STORV 



Hlntflndo/128 Megabits 
1 player 

Rumble Pak compatible 
Game Pak save teature 
24 courses 


This N64 page-turner is destined to be a bestseller. 


EVERYONE 






1 5/ 

;} 

A 


: 

0 > i 
JtM * 


WSaiiliyj Instead of pushing for realism, like most N64 
games, Yoshi's Story creates a richly textured, prerendered 
storybook world like none that have come before. The 
graphics ar e simply irresistable 

You have multidirectional tongue con¬ 
trol for slurping up fruit, 360' aiming control for chucking 
eggs, and jumping that even allows you to run in the air It's 
everything a dinosaur 
c ould ask for 

Exploration <s (he key 
to this game Players 
collect a full border 
of 30 pieces of fruit 
To do so requires bat¬ 
tling baddies like 




Baby Bowser, discov¬ 
ering secret areas and solving obstacle puzzles 
order to proceed 

Anyone who loves action platform 
games will eat this one up With 24 courses, plus hid¬ 
den areas, Yoshi's Story should keep players gulping 
and hopping merrily along for quite a spell One Save 
slot isn't enough 

Efflunil Some of the music is fetching, but the 
munchkin-voiced Yoshis may make you wonder if 
you've landed in Oz 

lason Plenty of variety and 
natural play control Terry The game is so 
cute that i have to take Duke Nukem breaks 
The release date is March 9th 


SCORES 
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nnGRno uiinTER Olympics *S8 


Kon*mi/64 Megabits 
1 to . playsrs simultaneously 
Controller Pak compatible 
12Olympics oris 


Bring home the gold from Nagano, Japan on your 

The 3-D 
the ath¬ 
letes very well and 
there's a definite feeling 
of bejng involved in 
each sport Animation 
frames are limited, 
though, and frame rates 
are slow enough to 
prettier. 

IJMS JillItllQi On some events, the play control is 
fine and well-thought out On other events, the control 
isn't very intuitive Skiing, snowboarding and sledding 
controls are the easiest Ski jumping is a bear 
UBUUMll^dllU) Konami included a good mix of 
Olympic sports and good options More care should have 


N64. 

been given to play 
control, however, since it is 
players will feel during the game It would also have been 
nice to include multiplayer simultaneous play even it it 
means breaking from the actual form of Olympic events 

There are enough good events to 
maxe Nagano fun, but it's disappointing that not all 12 
events are first-class. 

pTiMll! This is done very well The evenl announcers 
sound very realistic when they announce scores and 
times The crowd noise also seems real. 

■■•illMimiM Terry The controls are so varied 
that it's like having 12 different games 
Jason When Nagano's most exciting sport 
is curling, it says something about the 
game design 


RdPHiCS=7.8 PLAY ronTRQL-5.B GAOIE DES1GNB.M SATISFACTION6.1 S0UnD=6.6 
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DLVmPIC HDCKEV , B8 


» Midwsy/64 Megabits 

• 1 to 4 p* ;ycrs simultaneously 

• Controller Pak compatible 

• Passwords 

• Olymiic and arcade mo Us 


Action on the Olympic ice begins before the opening ceremonies. 


(sTi'#S| Although the graphics are essentially the 
same as in Wayne Gretzky's 3-D Hockey '98, Olympic 
Hockey is a fast-moving, 3-D sports game that looks great 
on the N64 The uniforms depict national flags rather than 
official designs due to the late submission of those designs 
by national teams at the Olympics Six camera positions 
give you multiple angles on the action 

Olympic Hockey's play control is 
precise and easy to use, making it virtually identical 
to the controls in Gretzky 

Midway included both Olympic and 
Arcade modes The arcade game is fast, high scoring 
and great for multi-player action The developers at 
Atari Games gave it some extra Al for a greater simu¬ 
lation feel in the Olympic mode 

Olympic Hockey is so similar in most 


respects to the Gretzky 
games that Gretzky owners should think before making the 
investment. Still, it's a good hockey game 
KiMU Brief national anthems from the 16 competing 
teams are the only new sounds in Olympic Hockey The use 
of organ music seems out of place. 

Terry Team Canada and Team USA are 

a /most unbeatable 

to experience any¬ 
thing new from 
the past two 
Gretzky 
games . 
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EVERYONE 




Konaml/64 Megabits 
1 to 4 players simultaneously 
Controller Pak compatible 
NBA and M8APA licenses 


Are you ready to play in the NBA? Game time is 

IjlJilUilltfl Konami's NB, * In the Zone gives you 10 
camera positions that can either put you in the zone, in 
the rafters or on tin* hardwood It you pick the right angle, 
the graphics look good and you won't miss any of the 
action We noticed that animation is a step slow 

Shooting, blocking, and passing all 
work nicely with the A and B Buttons Switching players 
with the right C Button 
is quite awkward 
Player speed is con¬ 
trolled by the analog 
Control Stick 

There are toLU-player 
modes in In The Zone, 
including exhibition, 


now on the N64. 

playoffs, season and 
All Star. You can trade players or grab free agents. It feels 
like a sim, bul it doesn't have the depth of options that a 
true sim would have. 

The bottom line is that you'll probably 
have fun with ihis game Fhe graphics could be shaiper 
and the play control could be tightened up Defensive Al 
could definitely be improved But until NBA Courtside js 
released this spring, this is the only game in town. 
fi-JIM The announcer, crowd noise and SFX help 
create the NB A illusion 
M"lHI»Hil EI Scott P I expected a bit more 
Iron] Kona mi Henry ft doesn't follow all 
proper NBA rules and CPU Al is poor Erich 
Good camera angles, poor D Note Power 
will review In the Zone '98 next month 


SP-B.S 



MYSTICAl 


COW* 


The mystical ninja grows up and returns on the N64 

H35EHS3 Colorful and ornate with styles based on 
historical Japanese themes, this game has a definite 
"look " There are some problems with polygon tearing 
that look bad but don't affect the game 

Play control is good and there's plen¬ 
ty of variety to keep players busy, from regular running 
around and fighting to controlling a giant robot 

Konami is nothing if not ambitious 


always does a terrific job on the sound in its N64 titles 
Mystical Ninja features an intro song and lots of interest- 

Tj |J mg 

throughout the game 

. . I*.. Terry 

^'5 like Super Mario, 

although the i antral 
( • )U ld be better. It 

t ■ + 1-J in -W \M 1 ] 1 h/V< into bizarre 

plots that don't 
m ake sense, 

this game is for you Henry Lots of variety f 
and a good amount of game time But, the 
dialog it's the most boring on the N64 f 


OVERALL RATING 
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If you'll *dv*nturv. 

St iKwld be wisfr 14 f 

#n ttom giHVorU 

i. mb; - 


EVERYONE 


Konami/64 Megabits 
1 player 

Controller Pak compatible 
17 stages 
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- ASCll/64 Megabits 

• 2 players simultaneously 

• 4 courses -t- 2 hidden tracks 

• 5 vehicles + 5 hidden aerocsrs 


EVERYONE 
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It’s back to the future of racing with ASCII’s AeroGauge. 


GRflPHI 


The aerocars are probably the coolest part of 
this futuristic racer They range from sleek speedsters to 
heavily-shielded tubs There's a good sense of speed as 
you maneuver through the tight tracks Draw-in and pop¬ 
up are apparent on most courses, at least in some places 
The three camera positions include behind the wheel, 
close behind, and far behind your vehicle 

Since your aerocar floats on a cush¬ 
ion of air, there is a soft, realistic feel to the steering con¬ 
trols similar to flying an airplane in DKR In addition to 
banking, drivers can tilt the nose of the car up and down 
and make a braking turn. 

Players will find a solid racer with the 
added thrill of being in the air With tournaments, multi¬ 
player and time trials, you get a standard set of game 
modes. Variety is limited by a lack of tracks 


$IMPHIC5=6.7 riAY C0nTRQL=7H CrtlTIE DE5IGn-6J4 SriTISF«1CT10n=5.7 SOUnD-B.3 



aiyiiiUijaThe 

racing in AeroGauge 
can be fun, but it's not 
as involving as we'd 
like Frankly, we 
wanted more courses, 
more cars and more 
things to do 
£*8ltijMi) High-ener¬ 
gy music that increases 

its tempo on the final lap keeps you pumped. 

Scott P I'm still watting (or F- 
Zero X Jason The settings are so futuristic that 
they're not even drawn by the CPU until you 
get there Sonfa Very cool concept Intuitive 
Eric h Primitive graphics 


OVERALL RATING 
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FIFA 

^■98 
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*3 FIFO: ROOD TO THE WORLD CUP *98 

• Ffl Snnrfftfflfi Mpnnhite 



.JL 



• EA Sports/95 Megabits 

• 1 to 4 players simultaneously 

• Controller Pak compatible 

• Real players 

• 172 teams 
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The new FIFA is on the right road for the World 

What a 
difference a year can 
make The develop¬ 
ers at EA Canada 
honed the animation 
in this soccer sim to 
razor sharpness 

Depending on the 
selected camera angle, the action can seem almost broadcast 
quality. The speed of the play also seems realistic Passing 
and shooting are easy and intuitive in the new FIFA, but con¬ 
trol of passes may not be quite as precise as in ISS 64. Still, 
it's very good and you have control options ranging from 
Amateur, in which the computer does everything, to Wforld 
Class, in which you do all the fancy footwork 


ERiiphics=9.o pmv camsob 



SCORES 


e-8.i 


Cup. 

I^ifn9^^ rt i1_ 

Vinually every professional soccer team on the planet 
has been crammed into this Pak Not only can you play 
in the World Cup tournament, but you can play English 
leagues or regional action in South America, or any¬ 
where else. You can play indoor soccer, as well, for i 
high-scoring action 

Soccer is no longer a one game catego¬ 
ry for the N64 If you don't have ISS 64 already, be sure to 
play and compare it to the new FIFA. 

Miftrfiil You can switch audio elements on and off 
and control the volume, as well The commentary 
actually makes sense most of the time. 

Dan. This is the FIFA that was 
really meant tor the N64. Jason Hands down 
the best graphics for an N64 sports title 
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jRmes Bono 007 
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Nintendo/4 Megabits 

I player 

Battery-backed memory 
Super Game Boy enhancements 

II atagea 


EVERYONE 



<«■ « « 91 
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Agent 007 shakes up Game Boy in a new adventure. 

The development team at Nintendo and tures an original plot, 
Satfire were heavily influenced by the overhead gaming 
experience of adventure games such as Link's Awakening, 
and it shows to good effect. 

Because of the sharp graphics, moving 
around this dangerous, cloak-and-dagger world is easy, but 
staying alive isn't such a breeze. Some of the hit-detection 

areas seem overly 
large. But, once you 
-Tt start picking up better 

rffiQL, "l' weapons and shields, 

> -OyT, I thanks to careless ene¬ 

mies and Q branch, 
you'll have the edge 

(Siiiiaw"fl 

james Bond 007 fea- 




but characters like Odd Job and Jaws are familiar It 
feels like a Bond adventure, which means that it's 
heavy on the fighting and shooting Players will also 
have to u se their heads to solve puzzles. 

Bond and adventure fans will have 
hours of fighting, searching and wry dialogue to keep 
them up at night But if you're expecting Goldeneye on 
Game Bo y, don't 

mm When the Bond themes kick in, it's terrific 
There's enough variety to keep you from turning 
the sound down or off 

tafflfflRi T0 Scott P It's late, but it's great. 

Henry The story and missions are fitting to 
the Bond the me 
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mnui mpLLPRD: in cold shrdoiu 


$unsoft/4 Megabits 
1 player 
6 stages 
No save feature 


EVERYONE 



Wy, 
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The fastest heak in the South Seas is back on the 

The levels are based on the Super NES 
game and they're almost as detailed, which is pretty 
impressive for a Game Boy title The side-scrolling and 
animation is smoo th 

l-jTWr.IiMH.il The Game Boy ve r sion of Maui 
Mallard may actually be a bit easier than the Super NES 
game, and some of that is due to the play control. There 
is a bit of drift dur¬ 
ing jumps, but you 
soon get used to it 

Essential ly the same 
game as the Super 
NES Maui Mallard, 
this version has fewer 
stages and chal- 


4 


V M 


1** 






case. 

lenges It is a platform BBBH 
game with a definite maze element and some cool ninja 
moves that the hero learns along the way 

For players who missed the Super NES 
version, this Game Boy title does a good job of recreating 
the fun and much of the challenge Platform action fans 
should enjoy the trip 

mm Like many Game Boy games, the music is fairly 
simple and repetitious 

tefiaupn 0 Erich Disney/Bonsai (the developers) 
tried to fit everything m. This made for small trea¬ 
sures that are hard to see Scott P A bit easier 
than the Super NES version and fewer levels, 
but a solid game especially for action play¬ 
ers who missed the first version-and there 
are a lot of you 
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EVEKVONE 


Jaleco/2 Megabits 
1 player 
Passwords 
Time limits 
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EURLURTORS 

Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power, They 
all have their favorite categories, but 
they play and evaluate every game 
we receive. Follow your favorite pro 
in each issue's Now Playing. 


ARfrUUiu* nimtmg RKs mvtnturt* 


6i MJt fighting, Sports, SMituiationg 


ft (ART % 5vuris Action, Aduinture* 


fighting, SPL* 


ERICH- Sport*, RPGs, (Mosnitiffts 


; 9CHVJA Putifes, RPfa, fighting 


HCAJKY- fighting, Attiun, Sports 


4A5JJni~fWu*nture», Action, fu tales 


FERKY^fflPfcv Slmulathmi, Puzdet 



SRAPHICS: 0O% 


SATISFACTION 


INs 25% I 


E ch Power Meter category is weighted to reflect its 
overall imporf ince. Weftal th it S itisfcction nd Came 
Design are the most important tr^as, dos Jy follow id 
by Play Control ind Graphics. Sound tends to be less 
important for most games, — 


RRTIflGS 


fiGE RRTIflGS 


These are the official ratings from 
the Entertainment Software 
Ratings Board that reflect appro¬ 
priate ages for (flayers. To contact 
the ESRB, call 1-800-771-3772. 
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prior to the commence¬ 
ment of the ratings 
^yntem are designated NR. 
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The Insanity begins 
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Inside cerars© for all 
Nintendo Neva* 
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IS THE LITTLE^^H 
SYSTEM THAT COULD 
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And Acclaim on the mat’ 


HARVEST MOON 
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Bounty for the Game Boy 
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inee the release of Game Boy 
pocket, a quiet revolution has 
been going on around the world It's 
the resurgence of the Game Boy as a 
major player in the video game indus¬ 
try Recently, we've seen some great 
games, such as Turok War of the 
Bionosaurs and James Bond 007 
More are on the way—Wario Land 2 
from Nintendo and Mickey Mouse 
Magic Wand to name two Later in 
Pak Watch well tell you about pro¬ 
jects like Konami's Goemon for 
Game Boy and a new Looney Tunes 
title from Kemco. Natsume has two 
unique RPGs, Harvest Moon and The 
Fishing Adventure In Japan, Super 
Game Boy fl is set to come out, fea¬ 
turing a Game Link port and new, 
preprogrammed borders In North 
America, the Ice Blue version of 
Game Boy pocket is being intro¬ 
duced Next fall, Poke'mon (Pocket 
Monsters in Japan) is set to sweep 
North America. For Game Boy fans, 
it just keeps getting better 
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COOL 

NEW 

COLOR 


GAME BOY mm 



The Ice Blue breed of Game Boy arrives 
this month. 






































intendo's bad boy returns in March 
for his second starring role on 
Game Boy. Wario Land H covers new terri¬ 
tory in two ways. It's the first original, eight 
-megabit Game Boy Game Pak ever, 
and every bit is mega-packed And Wario 
Land II features a "no-die" form of game 
play that is revolutionary in a platform 
action game Although the "no die" ele¬ 
ment suggests that Wario Land II might be 
a breeze, it really doesn't work that way. 
Having just received the final version of the 
game at Pak Watch, we found it to be very 
engaging and full of challenges In some 
areas of the game you may not lose Wario, 
but you may have to repeat the area until 
you solve a puzzle or beat a boss The 
object of Wario Land 2 is to find treasure in 
Wario's Castle and to try to figure out who 
has been booby-trapping the place In each 
chapter, you're given a simple goal, like 
turning off the faucets that are flooding the 


castle. Then you have to set out to find 
the goal 

As is the case in the original Wario Land 
game, your path often 
takes detours and leads to 
secret bonus areas 
Unlike that game, how¬ 
ever, you don't look for 
special hats to help you 
on your way Instead, 

Wario must be trans¬ 


formed in comical ways. For instance, in 

the basement stage, Wario 
runs into a gap that he can't 
cross because he falls down 
the hole, and there is no way 
to jump across The solution 
is to let Wario get pounded 
flat by an enemy in the base¬ 
ment Once he's been pan¬ 
caked, Wario is too wide to 
fall through the crack, so he 
can move on to the next 
area. That kind of puzzle¬ 
solving is at the heart of this 
game As for the graphics, 
Wario Land 2 is the richest of 
the Mario/Wario series to date, and the 
Super Game Boy sound and border is very 
impressive. Battery-backed memory and 

the auto-save features 
add to the mix For 
action fans, this game 
is as rich in its small 
format as Voshi's Story 
is on the N64, and it 
will be available 
next month 


"Varlo Land 3E 
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Hands-on pr<rrl«vs of upeonlng gsnas 
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n spite of an only partially suc- 
cessiul revamp to make Quake 64 
a multiplayer game, and a near embargo 
on screen shots from id Software, Midway's 
port of the hit PC game is nearly complete 
Although Pak Watch has had a playable 
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version for over a month, we weren't pre¬ 
viously allowed to take screen shots All 
that is changing, however, as the final 
game elements are in place For those of 


you unfamiliar with Quake and its success 
in the home computer market, it is the 
incredibly successful follow-up to Doom 
from id. It, too, is a first-person, 3-D shoot¬ 
er with hideous, demonic creatures who 
want only to dine on your internal organs 
The only thing that keeps you alive is an 
arsenal of weapons fit for Rambo. The 
biggest innovation in the N64 version of 
Quake is the two-player death match 
mode After seeing ColdenFye at E3, the 
developers at Midway wanted to give 
Quake a four-player option, but technical 
reasons and deadlines kept it down to two 
players. Still, the multi-player matches are 
fun, as is the adventure mode The same 
development team that created Doom 64 
has gone the next step in the Quake 
remake The detailed graphic environ¬ 
ments have some pretty horrific monsters 
living within their walls now, as you can 
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The 3-D baddies m Quake 64 are more realis¬ 
tic and morshidnous than those in Doom 64, 
and smarter, too 

see from the shots You'll be able to see 
more of this game when we cover it in full 
in next month's Nintendo Power 


ALL-MACARENA 


he animation looks first rate in 
Acclaim's upcoming Major League 
Baseball entry for the N64, but we suspect 
that the preview tape we received won't 
have much in common with the final 
game As a sneak peek, Acclaim sent us a 
video showing a bunch of Yankees players 
dancing the Macarena and YMCA, 
The animation is a step beyond NFL 
Quarterback Club '98, and like that game, 
All-Star Baseball will use the hi-res graph¬ 
ics mode of the N64 Acclaim promises a 
closer look next month and hopes to 


release the game in April at the beginning 
of the '98 MLB season 
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CONCEED TO VIRTUAL CHESS 

o 


no of the most ancient and popular 
games of all time is getting a 3-D 
facelift on the N64, thanks to Titus. Virtual 
Chess 64 features a version of Titus's world 
champion chess engine for 199b and 1997 
This brainy game really knows its moves, 
but that shouldn't scare off new chess play¬ 
ers, because Titus has also included a chess 
tutorial presented by Titus the Fox and an 
"artificial stupidity" option that gives you a 
fighting chance But Titus didn't stop there 
with its list of features The most radical 
options are the 
four-player 
modes in which 
four players can 
take on the CPU 
in four separate 
matches One 
very enterpris¬ 
ing player can 
even play four 
matches at once 
against the N64 


Certainly there is 
enough chal¬ 
lenge in Virtual 
Chess 64 to keep 
even a Grand 
Master on the 
run, and if you 
really want some 
action, you can 
play your match 
es in 3-D battle mode In this mode, dozens 
of animations show the conflict between 

pieces in real-time, 3-D 
action Battle mode 
doesn't change the 
nature and strat 
egy of chess, 
but it adds to 
the fun Eric Caen, 
president of Titus, 
knows a thing 
or two about 
chess since he was a 
lumor champion 


in his native France Now, Eric hopes 
to spread his lovt of the game through 
the interactive medium of the N64 
Titus continues to be active in 
the international computer chess 
community, as well In the recent 
Grand Master Tournament 
in Clichy, France, Virtual 
Chess ranked fourth in total 
scoring with ?400 ELO points 
The other competitors were 
carbon-based rather than 
silicon-based intelligences 
Not bad for a machine 



Hold the presses! EAD , Nintendo's main game develop¬ 
ment division in Kyoto, sent us these shots just 
before our print deadline, but we were determined to 
share them with you. These exclusive pics of the two 
big Z games, Zelda 64 and F-Zero X, show some 
never-before-seen elements, like the castle in Zelda 
and the vehicle selection screen in F-Zero X. Can you 

all those 
cars? Clearly, Zelda 
wl <3 64 and F-Zero X 

remain on track. 


Liik explores the palace, than 
halps a cave dweller. Notice the 
inset map et the lower right 
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Samurai Gorah aid e host of other seedy 
space racers show up to compete on the 
blindiagly fast F-Zero courses 


..lust catching sons Zs 
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ou wouldn't expect to find one of 
the leading game developers in the 
U.S tucked into offices above a juice bar 
in Salt Lake City, but if you want to find 
Iguana West, formerly known as 
Sculptured Software, that's where you have 

to look Recently, Pak 
Watch braved the 
snow and sleet of 
winter in Utah to 
check out two 
N64 projects for 
Acclaim that are 
m the works at 
Iguana West. But 
first, a little history 
During its days 
as Sculptured 
Software, Iguana 
West created 
some of the 


biggest hits for the Super NES, including 
the Star Wars series, in conjunction with 
Lucasarts, and NCAA Basketball and NHL 
Stanley Cup for Nintendo. At a time when 
most developers thought 3-D gaming was 
just a big piece of pie in the sky, Sculptured 
Software found ways to bring realistic, 3-D 
simulated action to the 1 G-bit gamer So we 
traveled to the Great Basin, excited to get 
the first look ever at WWF- Warzone and 
NHL Breakaway '98, Iguana West's first 
3-D games for the N64 We wanted to 
know if more than the name had changed 

Wrestlenaniacs 

Professional wrestling is not a sport for the 
timid or the sane. You have to be a little 
twisted Co dress up in tights and grapple 
with a 300-pound, python-armed oppo¬ 
nent while thousands of fans scream for 
your head Of course, a lot of it is show 
business, and the development 
team at Iguana West seems to 
appreciate that Although the 
game was still in component 
pieces during our visit, we 
noted two mam focuses First, 
WWF Warzone will have a lot 
of flash In fact, the game will 


play out something like the televised WWF 
events, beginning with your arrival at the 
arena in a stretch limo, accompanied by a 
gorgeous groupie. During the tournament, 
you'll see 3-D cinematic animations of the 
other wrestlers who have grudges against 
you—the fools—and as part of the game 
you'll have to put them in their places The 
flash in WWF doesn't stop there The ani¬ 
mation, which uses motion-capture data 
collected at Acclaim's state-of-the-art stu- 


























dio in New York, wouldn't be much 
smoother if it were live Iguana hired two 
unknown pro wrestlers to perform the 
stunts and moves 8ut they also used the 
digitized images of each of the pros for the 
creation of the grudge challenges and to 
create some of the most life-like skin tex¬ 
tures we've ever seen When the 
Undertaker is in the ring, you recognize 
every feature. For tans, that's a huge plus 

Got into the action 

The best gimmick, and maybe the coolest 
feature in the game, has got to be the 
custom character editor With this option 
you get to create a wrestler from scratch, 
choosing Ins for her) physical characteris¬ 
tics, attributes, and even the costume You 
begin by choosing one of 12 body types, 
including one female model, then you set 
physical features such as hair style and 
color Maybe you want a Mohawk or a 
beard—it's all up to you Dressing to kill is 
even more of an exercise in choice 
With 25 preset costumes, each con¬ 
sisting of 10 pieces such as shoes, 
shorts, etc, and the ability to mix 
and match pieces any way you 
want, you can give your WWI con¬ 
tender any sort of look When 
you've got your wrassler ready to 
rumble, save the data on a 
Controller Pak and take it to a 
friend's house. By winning matches, 
you'll gam points that can be spent 
to increase your speed, strength and 
other attributes. 

On the net 

After all the glitter and flash of the 
graphics and custom editor, you're 
probably wondering what the game } 
play is like. Well, so are we It's still 
in the construction phase. Certainly 


all the pieces are there, like 
excellent animation and a 
library of 600 moves used by 
the real WWF stars The 
design team wants to avoid 
making WWF another button 
masher like so many previ¬ 
ous wrestling games, and 
their inspiration comes 
from fighting games such 
as Street Fighter II To judge 
the success of that, we'll 
have to wait until a playable 
test version of this 128-megabit 
brawler is available 
Iguana and 
Acclaim hope 
to complete 
the game by 
July and release it 
in September 

The game 
plan 

The second game we saw at Iguana West 
was NHL Breakaway '98, a hockey simula¬ 
tion that began life as a PlayStation title and 
has now stepped up to the N64. That was 
good news to us, because we had been 
dying to play this game ever since we had 
sneaked a peak at E3 As it turns out, NHL 
Breakaway for the N64 benefitted from 
coming second to the PlayStation title 
The programmers received valuable input 
about features that should be changed 
and improved in the game, and they 

worked them into 
the N64 version. 
One of those 
changes is the 
new default speed 
setting Another 
improvement made 
to the 64-bit game 
was better defensive 
and offensive AI 
The most obvious 
change, however, is 
to the graphics The 
popping panels and 
pixelated players of 
the PSX have given 
way to the smooth, 
detailed back¬ 
grounds and charac¬ 
ters of the N64 Part 
of this is because 



they've included new 
3-D models and part 
is the result of using 
the N64's built-in 
graphics processing 
tools 

On the ice 

Whereas the Gretzky hockey games are 
essentially arcade games with simula¬ 
tion options, NHL 8reakaway '98 
is a simulation all the 
way. One of the best 
features is the one- 
button line selection 
option 
Players can 
set up two 
defensive lines and 
three offensive lines to switch out with 
just the push of a button so it doesn't 





interrupt the flow of the game You can also 
set or change offensive and defensive 
strategies at any time, including arranging 
power play, penalty kill, and two-men 
down formations, or enabling options such 
as fatigue, tag mode, goalie control and 
amount of contact In addition to the NHL 
teams, 16 international teams (the same 16 
national teams appearing in the Olympics) 
are included. 

Leaving Salt Lake 

The result of months of 16-hour (or longer) 
days is a good-looking hockey game that 
rivals Gretzky, with six cameras, 30-frame 
per-second animation, Rumble Pak and 
Controller Pak compatibility, one- to four- 
player modes, NHL and NHLPA licenses, 
and some excellent game options Playing 
NHL Breakaway was the highlight of our 
day at Iguana West, and it proved that the 
attention to detail for which Sculptured 
Software was famous is still part of the 
game plan at Iguana. With enthusiasm, cre¬ 
ative ideas and considerable talent, Iguana 
West should be a great addition to the 
Acclaim and N64 families. 
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What’s breaking In th« world of 



Fishing for UFOs 


Natsume has an uncanny knack for finding 
unusual, but entertaining, games in the 
Japanese market and bringing them out in 
North America The Fishing Adventure, 
due to be released in March, is the latest 
find, and it's possibly the most unusual 
RPG to date Not only does this game have 
an RPG adventure based on catching a fish 
with magical healing powers, it also has a 
nurturing game very much like 



Tomagotchi. In this game, you create a vir¬ 
tual fish tank and raise a fish from egghood 
Weird, definitely, but also captivating, as 
is the RPG Nintendo Power will take 
a closer look down the road or down 
the stream 


The harvest is in 

Natsume's success with last year's surprise 
RPG hit, Harvest Moon, has prompted the 
publisher to bring a Game Boy version of 
Harvest Moon to North America for release 
this spring, probably in April or May In the 
case of this game, its appearance on Game 
Boy doesn't mean that it's smaller In fact, 
the game has you doing more with addi¬ 




tional characters, and more complexity 
than the original Super NES game One 
major change is that you can play the role 
of a man or woman. You can choose a cat 
rather than a dog, which we suppose is par¬ 
ticularly useful if you have mice in the 
barn With excellent graphics, hours and 
hours of game play, and a solid reputation, 
this new Harvest should be the best ever 
Thanks, Natsume 

M-I-C-X-K-Y 

M-CM7-8-E 

Mickey Mouse Magic Wand, a Game Boy 
title from Kemco that appeared in Europe 
and Japan, is now coming out in North 
America from Nintendo of America. 
Kemco and Nintendo teamed up earlier to 
bring Game Boy players the Player's 
Choice title, Bugs Bunny Crazy Castle II, 
which sold an amazing number of copies 
over the past year—and that game had 
been previously released in North America. 
Kemco has more Game Boy plans, as well 
Our Pak Watch source at Kemco revealed 
that the publisher has begun work on a 
new puzzle game that incorporates the 
Looney Tunes license Design documents 
on the game hint that play may have been 
inspired by the hit, Tetris Attack, from 
Nintendo. We probably won't see the fin¬ 
ished product until next fall On the N64 
front, Kemco is working on four titles, 
including Twisted Edge Snowboarding, 
Knife Edge and two undisclosed titles. 


Mystical Ninja Lite 

Call it the year of Mystical Ninja. Konami 
plans on reintroducing the Goemon char¬ 
acter to North America in two forms You 
already know about the N64 game; now, 
close on its heels is a Game Boy Mystical 
Ninja that is also due to be released early 
this year The two titles may share some of 
the same story elements and characters, but 
the play experience is quite different. The 
Game Boy Mystical Ninja is much closer to 
the original Super NES Mystical Ninja 
game, which itself was comparable to a 
Zelda game There's lots of action in the 
overhead perspective, plus a continuing 
plot and interaction with good and bad 
characters You can play with two charac¬ 
ters in addition to Goemon. Ebisumaru is a 
happy-go-lucky guy, and Sasuke is a robot 
ninja. Although the setting is during the 
Edo period in Japan, the game action is uni¬ 
versal and challenging A password allows 
players to save their adventures as they 
progress. The N64 Goemon may have the 
flash, but this Game Boy sibling is every bit 
as fun 
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IDRD* SNOWROARDING 
ALL-STAR RASERALL '9R 
RAN JO- RAZOOIE 
CGNRER'S QUEST 
DRACULA 3-D 
DUALNERQES 
EARTNROUND 64 
EARTNWORM JIM 3 
F-ZERO X 
FORSAREN 

GIXII: ENTER TNE GECRO 

NYRRID NEAVEN 

RNIFE EDGE 

LASTLEGION UX 

MISSION: IMPOSSIRLE 

MLR FEATURING RBI GRIFFEY, JR, 

MLR STRIKE ZONE'9R 

MORTAL ROMRATIV 

NRA COURTSIDE 

NRA IN TNE ZONE '9R 

NNL RREAKAWAY '9R 

OUARE 64 

OUEST 64 

SILICON VALLEY 

SPACE CIRCUS 

SUMO 64 

TONIC TROURLE 

TUROR 2 

TWISTED EDGE SNOWROARDING 
ULTRA LODE RUNNER 
UNREAL 

VIRTUAL CNESS 64 
WCW NITRO 
WETRIX 

WWF: WARZONE 


SPRING '9R 
SPRING '9R 
SUMMER '9R 
SUMMER '9R 
SUMMER '9R 
SUMMER '9R 
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SUMMER '9R 
SUMMER '9R 
FALL '9R 
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SUMMER '9R 
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WINTER '9R 
WINTER '9R 
WINTER '9R 
SPRING '9R 
SUMMER '9R 
SUMMER '9R 
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SPRING '9R 
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RUST-A-MOVEII 

CASTLEVANIA LEGENDS 

GAME l WATCN GALLERY II 

HARVEST MOON 

TNE FISHING ADVENTURE 

MAUI MALLARD IN COLD SNADOW 

MYSTICAL NINJA STARRING GOEMON 

WAR 10 LAND II 


WINTER '9R 
WINTER '98 
WINTER '9R 
SPRING '9R 
SPRING'9R 
WINTER '9R 
WINTER '9R 
WINTER '9R 
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Players choose, 
and other news 

Perhaps the best news of the month tomes 
from Nintendo of America, which recently 
announced the creation of a Player's Choice 
lineup of N64 games with a new, lower price 
point The first batch of N64 Player's Choice 
titles includes Super Mario 64, Star Wars 
Shadows of the Empire, Turok Dinosaur 
Hunter, and four other titles, all selling for an 
amazing $39,95 MSRP Bargain prices are 
nothing new in the video game world, but a 
price like this on these best-selling titles is 
unprecedented Welcome to the feast 

Not quite ready for feasting is Tonic Trouble 
from Ubi Soft, which is still several months 
away from release, but progressing nicely 
according to our sources What's in store for 
Ed the alien? Hell run into killer veggies, an 
upside down pyramid world and an underwa¬ 
ter Atlantis, for starters We hope to have a full 
preview for you next month On another front, 
Ubi has also decided against publishing the 
two Seta titles, St Andrews Old Course and 
Wild Choppers 

Next month, we also hope to have screen 
shots and more information on Milo's Bowl-o- 
Rama for the N64 from Crave Entertainment 
Crave tells us that Milo's is not your run-of- 
the-mill bowling simulation In fact, tins game 
may turn out to be quite a surprise Parts of the 
game are more like miniature golf with obsta¬ 
cles in the lanes Another element of the game 
allows you to open new areas by achieving 
special goals 
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Here it come*—IOM* Snowboarding, the first snowboarding game 
from Nintendo! it’s rushing into stores fester than a 
rearing avalanche. Step into our boots next months 

■fc * 

and take an exdusive run througMOMfc five game 
modes. The stunning photos in next month's review 
will send shivers down your spine. 


The fin* CCi.ipie of stages 
Yoshi's Story might seem like 
jjg $\m sweat, but there are 
some sinister scenes in this 
storybook adventure' Get tips, 
hints and maps Tor the final 
four levels in the g^fne^ 


*. * 


Gaf|*e developers hte aiming 
for, nothing but net with this 
season's Imeup of N64 round 
ball titles. Next month we'll 
preview Konami's NBA In The 
Zone to find out if this title will 
lead the league 


The wait is over^THQ's 
Quest 64, the first role^ptaying 
will soon land on store shelves 
Power will include 
a special Quest 64 
preview, complete 
with an overview of 
the game's charac¬ 
ters, places, fea¬ 
tures and creatures 
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2» TV* U* Wnfc» HuMf P*-k 
227 MkkfcfiW 
2».MrWcM«i« 

229. M»rk>i Ptao» 

730 M.ulM*4riU lkMk?l«Mtow 
231 5 Vto.Mm 

731 Mc^Man V 

2X». Mrtrrtd IL Rtn.m <15*«hB 

23khMeMurti 

V Mcrt.1 ICon^/MKixmM H 
2>.MnraUCnrr.'Wll 

23" M«Ul 3 
23ft Kk Par-Miii 
23* tf3AJ*n 

2*.' VIAtoiTwimuDfTUMUMl 

241 VlAUvrW 

242 NHL'W 

243 V/ Mar*. , Y^V a»mrkv«Mp 

2*4 Oiwnlirti C 

2«P«A4ui 

246. Papcrtuv 

247 PGATiunliiiVtawl 

WA’wlFm 

UfQfkrt 

2X- S**u«' fhn*.'Mi 
251 SnlMd«RlTr*k 
25*. 5p»* invadm 


mSHrTWc.Grrt^’Vni* 

2Si 5ir*4 Pjffttef U 
255 5urw Marr«LarW 
2* *«*T Mn.,Luvll4 CaV«i Cto 
2S7 5ur«ltoinoilK'J«ll 
H,«ll 

2» TMnAQteh; 

V/ Tvnuni.2 
X I Tm> 

WTdmA(*i 
2lL3Te4mHMl 
264 Trim Phi. 

765 Te*m 2 
a*T5wAPum*ra 
2*7 Tirv/ ta Aiiv^um 2 
JMToVSmry 

7« T^hlh«k«**eB»nn«un 

7 K‘ L>rt«v5«kr 
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771 Winn "W* 

271 Wu* Lind Sum MuS. Lu.13 

274WWFA.1W 

775 7 a? 

UucDfnna flaJouM 81 Olhor Pick* 

m AddairnFan^lyPui^lllNMl 
277 At>n<-iuiwl\«) 
7'ftAU-9tulG.K*-J'«r>ja 
27? Ar.laMUKxTnc{\iJ| 

W hrnrkanxv flijM) 

7H| 3kIflulst.VM> 

SQ toy Hin—nr«M) 

311 flUlO KftlKtfllVM} 
3UhMAMmv2(G«rtieBMl 
7C. CxOnanli ltfMndfe (Gune Dny> 

216 lom-iund BcConqurPMI 
XCCupkniQuryiAiMI 
7W CmUi»-(MM0 
2« Cnm.n W'ri! (NM> 

2WOmcuU.VD.V4l 

291 Drajrco Sfcirm (N64) 

XCOuJIIctc^ N 64) 

JGE»rtWb*i l vU4<N&*| 

%L E^4iwwm Jim 3D CMA4I 

W». Ertmre Stvx*» |NM| 

2«F-Zm>X(U4l 

297 Rntlka^lMr NMI 

2W.Fnrnbn(N&4| 

7V0 FNfcBmlNMI 

1ft C-AJLi ivui 

VT1 GjaKMV.«*CxxTy?(C*inc-Beyl 

3UT, GutraXm 1 l\«M 

1ft Gc« n. F«w \heG«fc.iiNM> 

X4 Harvr*. Mo n |G«nr twl 
3P& Haras MrontNM) 

VIA Hrr-v FfthlreArtvcnM* (C*M Beyl 
VJTHi-HliHiMvrt’Vft) 

5»WAy«A. tor0*41 
3P9 Kn/rEdcv IN-41 
2|r. La«L««i UX (MM) 

311 m.*lr«-»dor»lKMvrt-JNhlk(N64) 
3 D.LmuR,i.vis|N&*) ' 

313 Magic ThcGiihrnng .NMl 

314 Mi&LiiwIrtiaftfrtUfcwKriG-ATk \M| 

315 MjnomwMlNMI 

31 : Mi'ikn[iiipo(^>:*U> 


3|7 MU15rtlKZonc , 9Sff«4> 

31ft MLWA Tnmw *ih NW 

llv M.*^KorriwtlV(N«> 

XT. Mamut Rxmu (NMl 
321 NIACwrtM&INrt) 
322 .NMImmPka*,{NMI 
323 NBA Hurt Mirt Haraea 'NA0 
334 NSAUveWSuarrNKM 
x< Mvvd (11 sh inmi 
11#| NFLMJu (NMl 
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» NHLPA to NHLFM WkywCnNcy 1 
VDHcrkey-7S(NC4i 
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5X1 Nlnmdu MlWiDnv* 

331 C4ym^ Itofcn Xmj* WtV64J 

SLrfapipICNMI 
271 P«*o im (Gum Bnyl 
WQuilKlNMI 
335. Our-il (rt(M44) 

3M Qurft frr Cuwkrt £uo* Wrfl 
337 ^ UnW 'M64J 
33- totlU^IGMvDrt) 

55?. Rmrt K«F *MM) 

340. fcsMrrir Cmlil Dun P*Ml 
Ml 'iirrtftf hh 
542fl U U.1hcRock(V*i 
343 SunClW I NMl 
MASmCnrfcTfNMl 
345 WvkunJ XvU V4! 
5tt-5fii.rClrcu.CNMl 
M/SaM-SuMtai'JmnWlB Nfi4) 

Jtt Si Andirn'i Oh*. Cxuir ,NMI 
14* SumnM I NMl 
m 5uivr Minn ATC 2 7*64) 

«1 Npcr Man M7CNMI 

332. Supr- Sudcr CS-jiW NE ; 

353. Sup —tiwi IGune fc-wj 

354 SuumwnlNMl 
555 TMuxft-NfNM) 
WWSrViKlw NMl 
367 TrtlcTtuuUrOMI 
396Tbntk2(N64l 

35* TWito Bdo>SnrMivai4lM VHI 

360 LTVs D-.M N64J 

361 UVnlffkKunnrt-INMI 
3 ll UUn a..w .VI) 

3FV Umral (NM! 

W Wte- SrttovRftUra'NMl 
365. Vimut Chm 11W64 I 
XKl Wirk'lxn 1 2(CnnelW>yl 
367 WCWrWrttNM 
v>- SVn» |NM) 
y- WlUClM.rnOTM| 
m WtnkT Fiber 12 'SHI 
T\ WWFWwZnrlNM 
rry<«ivi.S(«v nmi 

373. ZrvU^'Vi) 







COMING SOON 


Virtual Chess 6V 


Players choose, 
and other news 

Perhaps the best news of the month comes 
from Nintendo of America, which recently 
announced the creation of a Player's Choice 
lineup of N64 games with a new, lower price 
point The first batch of N64 Player's Choice 
titles includes Super Mario 64, Star Wars 
Shadows of the Empire, Turok* Dinosaur 
Hunter, and four other titles, all selling for an 
amazing $39 95 MSRP Bargain prices are 
nothing new in the video game world, but a 
price like this on these best-selling titles is 
unprecedented Welcome to the feast 

Not quite ready for feasting is Tonic Trouble 
from Ubi Soft, which is still several months 
away from release, but progressing nicely 
according to our sources What's n store for 
Ed the alien* He'll run into killer veggies, an 
upside down pyramid world and an underwa¬ 
ter Atlantis, for starters We hope to have a full 
preview for you next month On another front, 
Ubi has also decided against publishing the 
two Seta titles, St Andrews Old Course and 
Wild Choppers 

Next month, we also hope to have screen 
shots and more information on Milo's Bowl-o- 
Rama for the N64 from Crave Entertainment 
Crave tells us that Milo's is not your run-of 
the-mill bowling simulation In fact, this game 
may turn out to he quite a surprise Parts of the 
game are more like miniature golf with obsta¬ 
cles m the lanes Another element of the game 
allows you to open new areas by achieving 
special goals 
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IDfiO' SNOWROARDING 
ALL-STAR BASERA1L '9R 
RANJO-KAZOOIE 
CONKER'S OUIST 
DRACULA 3-D 
DUAL NEROiS 
EARTNRDUND 64 
EARTHWORM JIM 3 
F-ZERO X 
FORSAKEN 

GEXII: INTER TNE GECKO 

NYRRID NEAVEH 

KNIFE EDGE 

LAST LEGION UX 

MISSION: IMPOSSIBLE 

MLR FEATURING KIN GRIFFEY, JR. 

MLR STRIKE ZONE'9R 

MORTAL KOMRATIV 

NRA COURTSIDE 

NRA IN TNE ZONE '9R 

NNL BREAKAWAY '98 

OUAKE 64 

OUEST 64 

SILICON VALLEY 

SPACE CIRCUS 

SUMO 64 

TONIC TROURLE 

TUROK 2 

TWISTED EDGE SNOWROARDING 
ULTRA LODE RUNNER 
UNREAL 

VIRTUAL CHESS 64 
WCW NITRO 
WETRIX 

WWF: WARZONE 
ZELDA 64 


RUST-A-MOVEII 

CASTLEVANIA LEGENDS 

GAME & WATCN GALLERY II 

NARVEST MOON 

TNE FISNING ADVENTURE 

MAUI MALLARD IN COLD SHADOW 

MYSTICAL NINJA STARRING GOEMON 

WAR 10 LAND H 


SPRING '98 
SPRING '98 
SUMMER '9R 
SUMMER '9R 
SUMMER '98 
SUMMER '9R 
FALL '9R 
SUMMER '9R 
SUMMER '9R 
SPRING '9R 
SUMMER '98 
SUMMER '9R 
FALL '9R 
SPRING '98 
SUMMER '9R 
SPRING '9R 
SPRING '9R 
SUMMER '9R 
SPRING '9R 
WINTER '9R 
WINTER '9R 
WINTER '9R 
SPRING '9R 
SUMMER '9R 
SUMMER '9R 
SPRING'9R 
SPRING '9R 
SUMMER '9R 
SPRING '9R 
SPRING '9R 
SUMMER '9R 
SPRING '9R 
SUMMER '98 
SPRING '9R 
FALL'9R 
FALL '9R 


WINTER '9R 
WINTER '9R 
WINTER '98 
SPRING '9B 
SPRING'9R 
WINTER '98 
WINTER '9R 
WINTER '9R 
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The?* Nintendo Power issues are available tndividu dly Add 
tli ;m to yo u collection' Features n each issue are listed below 

Volume 104 (Jan. f I y Yoshis Story, W( 1W vs NWQ: World 
Tom Snowboard K ids. Space World Rt port. Duke Nukem 64, 
Didd’ Koi y Racing Jeopardy' F liter's Destiny-Turok W' ir of 
the Binosaurs The Fidgetts, The Lost World: Jurassic Park, 
Wrtrix 

Volume 103 (Dec, 4 97): Diddv Kong Racing. Zdda 6 i 100 
Photos, dombtrman 64. Chameleon Twist MK Mythologies, 
WayncGrciAy -D Hockev '98 uuomobih Lamborghini, 
Donkey Kong Land III The Lost World Wheelol Fortune. 

V fume 102 (Nov. ‘*7): Madden 64, NFL Q. ancrbackCiubm 


n 'Mi 1. 


" r an. iKii.kndi liuki Nukem 61 
( Jav fight ei b3« lop Gear Ralh Ku by s Dream Land 3 Donxcy 
Kong 1 .and 111 kouamiflosc-l'p Diddv Kong Racing Dual 
Heroes. 

Volume 101 (Oct. 97). Extreme G Mischief Makers Mace*The 
Dark Age Legion X,Tetrisphere Straicgies, AeroFightcrs Assault, 
F I Pole Position, Super NES At kau i od. Super NES -Space 
Invaders. T mi on u id Pi nnba, lai nagoichi, Donkey Kong I .and 1II 
Morial Knmb.ii 14.11 (f *Hk 

Volume 100 (Sep 97) Previews Zeldj 64 Ybshis Story Banjo 
Ka/ooie MTRF* ininngKenGriffcy Jr, Bomber man b4 Conkers 
Quest, ExtremeG WCAV vs.NWOWbi Id icwr,Silicon Valley San 
Francisco Rush Mortal Kombai Mvihologies DiikcNukem64, 
NFL Quarterback Club 98. Body Hai vest, Top Ge.ir Rally Qi iest 
b4, GoldenEyt-100 Besi Ambushes 100 Rest Codes Ever. 100 Best 
Games of All Time, First KX)G<uncsfoi ilicN64 

Volume 99 (Aug *97), GolduiEye007Mission Briefings,Mulu 
Racing Championship Star Fox 64 Gold Medals Tetn sphere, 
Robotron 64 Brunswick VVTOC, Ken Guffey )r Presents MLB 
(GBj, Tetris PIi lx MischicI Makers Prev icw Blast Corp• Comicx 

Volume 98 (Jul ’97) Star Fox M Dark Rift Review, International 
sSiipcrwaj Soccei b4 Hcxtii Part 2 Blast Corps Expert l >evels, 
DisncvsHercules Onlinelludaiewith AmvandTravis 1997Li 
Preview Pockei Monsters, Busi Corps Comics. 

Volume 97 (Jun ‘97) Gay Fighter 63* \Hexcn Part l,WarGods, 
Turok.Dmosani Hunter WirpM-tp 1 Aladdin Race for the 
Rubies, Dkl 2 The Final Levels, Space Station Silicon Valley, 
Aerofigli ters Assault, Blasi Corns Comics, Tokyo Game Show 
RepoiL 


GET BACK INTO YOUR GAME IN un 
„ CALL FOR YOUR NE«n si 






CflllFOBPBICIHG 




Volume 39 (Oct. ’96) Mortal Kombat Trilogy Siiadowsof the 
t nipirt tom ic. Donkrv KougCoimiry % Dixie Kong’s Double 
Trouble; Ntreti Fighier Alplia,Ms Pac Man Hvrule.ui Adventure, 
Super Mario RPG Interview wiill Shigeru Miyamoto, Tetris 
Attack {< jltk Bui ilczonc/Si iper Breakout 


l *• tin Back Issue /Tip Book Order Form in this issue to order 
ii. im Nintendo Power lssi i es and books or call oiirConsnmcr 
St i vice depari i ii ent at 1 800-255-3700 to order by phone vvi h 
Visa or MasterCard 


BIWES YOU fi PERMANENT REPLAOEMtNT UNIT THE SAME DAY YOU 
OROP OFF YOUR BROKEN SYSTEM.YOU’LL BE BACK INTO YOUR 

GAME WITH NO WAIT ANO LITTLE EXPENSE* r 


White Nintendo may suggest repair pricing* service providers are free to set their own tee 
©1998 Nintendo of America Inc. SM is a tfadmarkof Nintendo 6f America fnc. 


Volume 91 (Dec. *96) killei Instinct Gold, Wavne Gretzky's3-D 
Hotkev NBAHailgimjc Seal Wars*Shadows of the Empire, 
Donkev KongC oimtrv 3 Dixie Kongs Double Trouble Part 2, 

1 Inmate Modal Kr>nibat % Manel Supei 1 kroes War of the 
GcmxTu/ Mania 2Jeupardy Shadows of the F.mpii'ecomic Wave 
Rncefi4Sti ,iiegit% 


Volume 90 (Nov ’96) DniikevKongCloiimrvS Dixie Kotik’s 
Double'll oi i bh W.nt R,n c(>4 Blasi Corps, Shadows of i he 
Ei i ii >i re count, Star Wai x S 11 pel M;uio64 SimUty2000 Mam 
Mallard, kl C ,ud Gnm< Arcades Greatest I Iit.s, Tbshmdci i (GB), 
Lufialf 


Volume 96 (May ‘97) Dt«m 64 Strategics Part 2, FIFA S«Kce3 64 
Si ii Fox IH Pi eview Ix>st Vikings 2 Blast Corps Suaiegies Part 2, 
Donkt*vKongCounti y 3 Tile 1996Nintendo Power Awards 
Win ii ers, Interplay Fun P.ik Extrav<gan /a. Wonder Project JZ 


Volume 94 (Mar *97) Turok. Dn nxsaur 1 Ii inter, Powxt Award 
Noiii in.moiLxDoom 64 SuptrMai ki Kan64 KIGold/\dv meed 
Com box Hi e Legend of Zelda. ] inks Awakening, Tli t 
Hunchback ol Notrt Dame Beat tht Basses.&iper Mario RPG 
FIFA Soccei 64 Cameofiht Future Con lest. Harvest Moon. 

Volume 93 (Feb l 97): Mario Kart 64 Star Wars: Shadows of the 
EnipiieCJiallege Penns GoldenEvt (XI7 Turok Dinosaur 
Himicr TonGtai 3CXK) Kingof Fighierx Mole Mania N64 
Conirdlei Pak Get Eiiiki Go.StarWarxSlxtdowsol tlieEmpire 
conuc, Iku vest Moon Marvelous. 

Volume 97 (Jan ‘97):Stai Wars Shadows of the Empire, Special 
Shoshnikai Rt ix)i t,MarioKai 1 64 NBAHangtnnc,Crms n US.A^ 
Donkev Km i g C4>i mi ry 3 Di \ ic Kfxigs Doi i bit Troi i ble—Hi e 1 .ost 
World,Magic Boy C axpn Sludowsof ihe Empuccomic, Beni the 
Buss Garni i>ov Small (lasses. 


Volume 9S (Apr *97) Blasi G>rpx Doom 64 liirok-CkjtnpIcte 
M.fpx(.l.*\ Fightei 631 3 Preview W.ivneGret/kys3-D Hockey, 
Super MeiroicLSiiper NES Dtxim Kirbys Star Stackei DarkRift 

Prevunv, I low to Recoin t .t Game fester, Game and Watch Gallery 
Game Boy Pocket Bc.n lire Boss. 








•This is the manufacturer’s suggested retail price. You’re not seeing things. This is for real. 
Real Player’e Choice N64 classics at a really low price. Yeah well, you wonder, et thle price something has 
to be different. OK, so Star Fox doesn’t hove the Rumble Pek-at $39.95, what do you expect? But you can 
rock end roll enyway because the action le still pecked In every top title you eee here. And In case your 
knuckles ere still In your eyes, you may not have noticed these gemes going for a very cool price. 











Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



